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Here’s your first chance
to taste the nall biting
excitement of fighting a
Warhammer Siege battle.
Long time Warhammer
veterans Tuomas Pirinen
and Gordon Davidson
battle it out over the
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WARHAMMER SIEGE COVER

By Geoff Taylor.
CAMES WORKSHOP NEWS
More hot tips on what's new from Games

Workshop, as seen by our very own roving
reporter Graham Davey.

GAMES WORKSHOP STORES
Look out for the amazing Siege of Erengrad
event which is being fought over the summer.

And there are even more great events
happening in stores all around the country.

GAMES DAY 98

A sneak preview of what's likely to be going on
at this year's Games Day.

MAIL ORDER 03

The Legion of the Damned? Anything to do with
Siege? Epic 40,000 Titans? You name it, Mail
Order have a deal for it!

MASSIVE ARMIES CLASH
IN THE 41ST MILLENNIUM

LORDS OF BATTLE 72

lain Compton talks about how to get
the best out of these huge engines
of destruction, both with the
weapons you give to your

Titans and how you

incorporate them

into your overall

battle plan.
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The Cair;: of F#I;_S-; Battles

L Nigel Stillman and Tuomas Pirinen take a look

at moats in Warhammer Siege.

You've been waiting a month for them, now

- Skirmish games are here! Not only that but

\ some of the first rules for fighting Warhammer

of the most insane conversions around]

How do you show new gamers how to play our
games? Mike Walker has a few ideas. ..
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We travel to the
Realm of Chaos to
find out more

I’. Champion of

~ Beastlord. Oh, and

about the latest
Chaos, Gorthor the

there are the new

Chaos warrior
Halberdiers toa.

ECROMUND

NIGHTMARE UNDERCITY

PITSLAVES 15
Pit Slaves are a new gang for Necromunda.
Here is everything you will require to exact your

deadly and
terrible revenge

(with huge,
cutting, bionic
weapons I'n

wager) on those
who kept you
incarcerated for
so long!

there is a bonus comic strip as well as a page
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IN THE GRIM DARKNESS OF THE
FAR FUTURE THERE IS ONLY WAR

LEGION OF THE DAMNED 16

The complete Legion of the Damned army list,
including squads and support weapons and
featuring Centurius, the Legion of the Damned
veteran sergeant.

S

IMPERIAL FISTS SUPREMACY FORCE 34

Take a closer look at the latest Space Marine
army box, featuring loads of new Space Marine
components,

OPERATION DESERT STRIKE 3l

Ed Spettigue from Games Workshop Canada is
mad about the Tallarn Desert Raiders. We brave
the sun-scorched sands of Tallarn to check out
his Imperial Guard army.

CHAOS CULTISTS

The treacherous Chaos Cultists were amongst
the first miniatures that new Citadel designer
Paul Muller sculpted, long before the
Gorkamorka Diggas and Muties, We take a look
at the new Chaos Cultist army painted by the
‘Eavy Metal team using his miniatures.
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F, Paul Sawyer:
Fat Bicke

(O, and Editor]

Adrian Wood:
Dy Bloka

Graham
Davey:
Wiordy Bloke

Andy Sharman
Baardy Bloka
{and then some!)

Mick Davis:
Mew Bioke

This could be
youl Look aut
for e stall ad n

legtar in this

White Dywearf
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L. We cannat accepl respansibility for any disiress

0 caused by thasa pholographs.

SOAPBOX!

Wordy bloke Graham Davey has been
rewriting the labels on all his blister packs...

Taking ten minutes off my job checking thal all the words in
White Dwart are spelt right (you might think this is the Editor's
job, but no he's far too busy keeping his cholesterol intake
high...), | decided to write a few words for the Scapbox, When
the Legion of the Damned Space Marines came oul last
month, | immediately grabbed some ol the bone and skull-
covered shoulder pads to use on my Chaos Space Marines.
They locked just as good as the ‘proper’ Chaos shoulder pads
and | started thinking about other models or model parts thal
you could use in other places. For example, | recently noticed
that the Redemptionist Zealot with the big axe would fit in really
well with the Flagellant regiment in my Empire army - s0 |
promptly cut off the axe head and made him into a standard
bearer (it would be even easier o use him as a champion).

| am also considenng using some of the new
Chaos Hounds as Flesh Hounds, and thinking
back, the first ever ‘conversion’ | did was 1o
usg Skaven Poison Wind Globadier
backpacks on =zome Plague

Marines. Thare are loads of

things you can do if you
keep an open mind
about what o use
models for, and vou'll
gnd up with a totally
unigue army.

| looked at other people’s armias o
see whether they did the same thing. Nick's
Imperial Guard army uses two Necromunda
Wyrds as Primaris Psykers. Adrian's Ork
army has a MNobs mob with 'eavy armour
made from Gorkamorka Ork bodies with
arims fram the Chaos Warrlor sprug. He has
also used a load of the rolor blades frem
Dregmek's Dethkopter as Stormboy
hackpacks! You could use the Green
Knight as an Empire genaral or the Red
Duke mounted Vampire as a Chaos Knight
hero... The possibilities are endiess.

The message is: keap an open
mind. Just because B says ong
thing on the label doesn’t mean
you can't use the model for
something elsel

Get yourself on the Soapbox!

Do you fesl passionately aboul some aspect of Games
Waorkshop gaming? Why not let everyone know! Send us up 1o
500 words, and Include your photo and stgnature, You naver
Kriow, we may even read it




The Dogs of War are TRy
mercenaries who earn A
thelr keep by fighting.
They fight for heroic
causes, for adventure and

v most importantly for cash,

Dogs of War will hire

themselves out to almost

’ any army or leader who
can afford to pay their
exorbitant fees, and can
even be used to form

b mercenary armies in their
own right.

A Dogs of War army march fo batile, ied by a mercenary genaral and Lucrazag
Belladonna, a mysfanows and alluring sonceress and paisanar (aifeqoaly!)

Warhammer Armies Dogs of War Catrazza, Long Drong's Slayer
detalls fifteen Regiments of Pirates and the learsome Golglag's
Renaown — some ol the most Ogres

infamous and bioodthirsty
mercenary bands in the Olid
Warld. Each regiment has one or

Regiments of Renown can ba hired
individually as merfcenanas for other
arrmies or you can form an entire

| more characler as ils leader, :
Captain Luka Braganza, leader some simple champions, others army complete with mercenary

b of Braganza'’s Besiegers — & powerful herces, that must be g'E'r'IE'rFl! al:“1 3 1‘_|E‘|',|'r'|135[|’:'r. i g“ard
h':'_l..'.'-"llt'l':'r '_;.r.llr_":llr'rFJ.'I'l"\'.h!ll'{'f:r hll"EIE] alnng '.l"“”-l 1hE reglmenl_ the ﬂ”‘”"rs' pal’l thﬁt La I"]"-In[

L |‘|.'|:I.F.,-j|"l-_'.'|'|.'lTIﬂ".':l who specialise in Thesa Indloda the: Marksmean of Important item)

| siege warare Miragliano, the Birdmen of Dogs of War is oul next monthl

| CONSTRUCTION
COMPLETE

Imperial engineers have completed
; construction of a mighty castle, ordered
by Emperor Karl Franz to defend the
[ northern borders of the Empire. It has
taken over a year to build, using stone
| from three separate principalities.

The long awaltéd Mighty Fortress is out in the

shops this month — and it is huge! We actually

had 10 design a new box, twice the size of our big

game boxes! Made out of hard plastic, with all the
P detail of our smaller plastic models, It mcludes

walls, four towers and a gatehouss, It is perfect for

tabletop scenary or full-scale siege games using
§ the new Warhammer Siege rules.




This month's Warhammer releases:

Wiarhammer S
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This month's Warnammer 40,000 releases.

# the Damned roopass | Two modols per blistar)
model per blister)

P15.00

£65.00
¢4.00
£4.00

model par Bligkar) 300
{Ona model par b

S|y

L4100

ES5.00

AR HARIRITEL ;-

This month's Epic 40,000 release:
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This month's Necromunda releases
Pit Slave
Hit Slave Tachno |«
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This manth fram the Black Library
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£10,00

£S5

200
£4.00

NEW KID
ON THE BLOCK

NEW FIGURE DESIGNER FROM
OVER THE BIG POND

Chris FitzPatrick is the latest
addition to the Citadel
Miniature Design
Team. He has
already
produced

some stunning
figures,
including the
Dark Elf Hag Queen
below, and Lucrezzia
Belladonna, a
special character
from the new

Dogs of War

army book.

Lucrezzia Belladonna,

Hirgling Sorcéress

He has also designed a

rumber ol other
MEercenary characlers
along with the High EN
hera on the opposite
page,

Chris starled al Games
Worlkshop in January and
previously worked
designing figures for

various companies in
America (including Ral
Partha). He has played
Warhammes for years and
has just started an Org
warbhand n Tuomas'
Mordheim, City of the

Damned campaign




A TIME FOR HEROES...

FROM THE FAR CORNERS OF THE OLD WORLD, MIGHTY
HEROES STRIDE FORTH TO LEAD ARMIES TO VICTORY /|

[rmpisrial Nolve Cerasiarg Kol o foal

YCUNGEST READER?

el PR

MNecrismances Wit Hunfar

Each of these heroes makes an ideal champion
or hero for their respective armies. In fact, why
not invent your own special characters based

Many of us started reading White Dwarl when we

ware & lot younger, but Hanry Murphy started at the on the figures. The Witch Hunter, for
tender age of thirteen weeaks! example, might hate all enemy Wizards. Mp
:K'_ &

ey
i



Local gamare land a helping hand with the projact Fimishad

an awashme crashed Space Hulk ready to battie ower

GW NOTTINGHAM EXHIBITION CENTRE

GRAND TOURNAMENT '98 (1ST & 2ND AUGUST)

The annual Grand Tournament is a full weekend of gaming and the ultimate
challenge for all Warhammer generals. As with previous years we'll be using
our tried and tested Tournament rules where you gain points and prizes not
orly for winning games but also for playing in a sporting manner and
presenting a well balanced and painted army

It all staris on Saturday at 10am and finishes at Epm on Sunday, Salurday
fight ententainment in Bugman's Bar includes our infamous Pub Quiz!

Thcket price is £25 which includes [unch on both days. A limited number of
spectalor tickets are availzble for friends and family al £10 including lunch on
both days

Phone Mail Order for details on 0175 91 40000 or ask at your local GW store.

NOTTINGHAM HG STORE
The store al cur Mottingham HO is apan
saan days a woak and in addition 1o tha
Tl ¥ ol GW games, mirsaiuras and

a madel is nol in stock, they'll find the
moulds angd casl soma fof you there and
than!

Dpaning hmas are, Mon-Fri 12 midday-
books, you can 0 purchass any Bor g tam-Go Sun 10am=-4pmn
Y spm, Sat 1lam-Gpm, Sun 1 0am-4pm

minkalures our Mail Cirder Mot
arvice on the spol. In fact aven if

gham Games Club mests every
Wadnesday at our HYs exhibition hal

i gt
B-105m

MUSEUM

Tha MNoltingham HO store also obers
ouided tours al the GW Museum, where
you can see the briban! Games Day
mega-tdisplays and many gamas and
miniatures from Games 'l."'.l'l‘:-ll(ﬁll-',||,'l"_-‘: urrl',-'
days. Plaase phona (0115) 816 8410 lo
chack the musaum is opan bafore wou
wisit

CITADEL
LECENDS

Homambar the st Citadel miniatures
from the sarly 'B0sT Wall, thay'ra back!
Wa've scoured our anclent moulds in
search of the oldest Ciadel minkatures,
marmy af whoh aran | even mn our back
calaleque, and are selling mited siocks
in our Mottingham HO store, We'll be
changing tha stock on a regular basis
Telaphone the shop 1o sese what thay
have availanle
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Warhammer 40,000
Summer Madness!

On the weekend of 1st and 2nd August every Games Workshop store
in the UK will be having a massive 40K sale. There'll be loads of crazy
deals on Warhammer 40,000 games, books and supplements for you

to take advantage of (hurrahl),

So strap on your power armour and head to your local store for some
of the best deals on Warhammer 40,000 ever seen!

QUICKIES

v Jorvis Johnson has been corverling
the rules ol Dungeonbow! for use with
the new Blood Bowl system. This
means, yes, fantasy football n A
dungean, complele with rope bridges
and pit traps. Look oul for this cool naw
way 1o play the game in the pages of
Whiite Dwarf.

* Dops! Last issua we inadvertently
credited Dave Andrews with the Epic
40,000 vehicles and plastics in the Blood
Reavers boxed sel. These should have
besn cradited to Tim Adcock and Aly
Marrison. Sorry chaps!

« We would like to apologise o all
American gamers for sending Paul
Sawyer to US Games Day..

SPACE
BATTLES

NEW CONFLICT RAGES

Deep in the Gothic Sector of
Segmentum Obscurus, fleets of
huge battleships and cruisers
have clashed and the conflict is
set to escalate.

Andy Chambers is feverishly working on
a naw space ship combal game. You can
gand in your Imperial Dauntless class
light cruisars to attack a monsirous

Chaos Desolator class battleship,
skirling planeis, astarcid fields and dust
CHOUAS.

And the best news is we'll be publishing
Andy's ‘working version' of the rulas in
White Dwarl, so you can try them out for
yoursglvas!

Wan{ fo krow wihal this is all about? Fing
out i the next msue of White Dwarf!

Scribblings

from the

PBlack Library

WARHAMMER MONTHLY
READER WINS ARTWORK

Way back at tha beginning of this
year we gave away a free special
edition of the awesome new
Warhammer Monthly comic. Well,
the nice guys from the Black
Library ran a competition to win
the actual colour cover artwork
from that special lssue 0 of tha
comic and this month we can
proudly announce the winner
William Carnochan of Stirling,
Scotland wins the picture, signed

and framed and everything.
Congratulations!
Wayne Reynolds, the artisl

responsible for the cover, came
down to hand over the painting
and fo have a look round our plush
naw headguarters in Mottingham.
Suitably  inspired by  the
splendours ol the Games
Workshop museum and with a
pint of Bugman's ale in s bally
Wayne departed back to Yorkshire
ready to tackle his next project
Our sples inform us that this
will be a comic strip sel
on Mecromunda called The
Redesmer, written by none ofher

than {he
legendary
Fat (Judge Dredd, Slaine) Mills
and Debble Gallaghar,

FINAL EPISODE OF TITAN
This month's action-packed issue
of Warhammer Monthly sees the
final episode of the awe-inspiring
Titan comic strip. Qur hero
Princeps Hekate is brought baefore
the Magos, to face grave charges
Indeed, if found guilty, Hekate will
be sentenced to death! Find out
the outcome In Warhammer
Monthly issue 6.

ACE CITADEL
JOURNAL COVER

The amazing covear for the latest
issue of the Citadel Journal was
sent in out of the blue by GW fan
Martin Hanford from Ledbury. We
were so impressed by Martin's
work that we snapped his ace
picture of a Freebooter Pirate
Kaptin to usa on the wery next
issue of the Citadel Journal. All of
this just goes to prova that just as
they say, the Citadel Journal really
is by gamers, for gamaers,

.‘_-'-- . -"--‘
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ISSUE 6
OUT NOW!

WAl fmﬂm

He's bad — and I'IE s back!

plus! E [ 5 Tﬁ \
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SIEGEWORKS

By Nigel Stillman & Tuomas Pirinen

he Warbammer world bas seen countless sieges and these desperate batiles
have made many a castle famous for their rugged defence and beroic
defenders, but many others bave fallen in the bitter struggle against their
enemies. With the release of the new Warbammer Siege supplement, ithe
awesome new plastic Warbammer Fortress and the Siege Defenders and
Attackers boxed sets, you can now fight out these bitter battles on the ramparts

of castles throughout the Old World.

From the fortified city of Praag in the north o the distan
Citnde! of Dusk in the lar south, righty castles and fonresses
dominnte the lindscape of the Warbammer workd,

The very names of these fortresses are the stlT of legends;
Karaz-a-Karak, the Forress of Dawn, Crpple Peak, Chromd
the Morth Tower, the Grilfon Gute and Drakenhot Castle are
Farmed thecughout every land. With & copy of e Warhamimer
game and the additional rules within the Warhammer Siege
bisodk, you can kay siege o foriress, hotter divan ity wialls
wnd lowers od Ii!_'|'|l_ off antmckers in g valiant delence.

A Heavmnn Werhoand pmerees from the forear o allimek i

Warhummer Siege includes rules for walls, iowers, gates and
sicge equipment such as siepe towers and cauldrons ol
botling oil. An extensive colour modelling section contains
hints and tips for making your own castle, building siege
tovwers, batlering rams, ladders and other siege equipnment
Anad, as ol all this weren't enough, the book alsa contans a
number of scenarios created speeifically Tor siege wurfure

In fuct, Warhammer Siege is so crammed full of rules,
examples of castles and seenarios, it wis impossible 1o fit
evervihing in. So. exclusive 1o White Dwarf, here are the
rules for the oldest of all defences = moats.

¥ retommnn casiie




WARHAMMER SIECE - MOATS
Dunng the development of Warhummer Siege we come up MAKING A FASCINE

with muny suggestions and additional ideas, The best of

these idens are meorporated i the core mules, bt there were T wake a foxcine vou will need some balsa  wood
plenty which were nol used because they were loo (adthengh cockiall spcks, matchsticks o even mwigs will be
complicated, oo difficull o wse oo wble-top game, or just oy, mleee, potnd aned some thin wire,

too wicky! One of these idews was using moaty and we've
decided o publish the rules in White Dwarl, along with
instructions on how 1o model vour oswn moats and ditches,

Mote that these mles are oot official, w0 yon Should agree
beforehuand with vour opponent i vou wish o e moats in
vour games. Moats make the castle maore dilTicult 1o capaure,
presenting o unigue challenge for Warhammer generals and
the spportumty for really excitimg smes!

USING MOATS IN WARHAMMER SIEGE

Muoats une only wsed for the final Assanli seenanio of the Cut the balsa wood dp infer thin steips and glae tem
Shege campaign. I o combe is defended by a moat, then the together inmo a bundle, Twive pwo strands of wire ogether
Besieger is allowed o have [3% more troops than noriml, sier i foenkex fike rope = vou will meed enough to go round the
Sa, il the besieger normally had 2,000 points of roops, he faveine tice. Wrap the pleces of wive “rope " aronmd e
could pick 2,300 poings of troops if the castle were protected bundle amd ylwe them e place. Place the bundle 1wy ome
by o miasal, He also has one additional wem o conguer e siee ted elry,

castle (e 8 Insteasd of 7).

Mowts are impossible w0 cross, anid even models which
normally can cross water withioul pemalty (such as
Lizardman Skinks) may nob cross moats because  the
defender has undoubtedly poisoned the water or filled it
with dangerons croatures. Moats encircle the entire castle, so
vou need to be sure that vou hove modelled enough secthions
fix gor ronal

I thee castle is protected By o moat the Besisger is allowed
Iy egquip his units with firscines

Painr or spray e bundle Black and  then drvbrush
Sarkehite Leather onre the wood, Fimish off the bndle
with a drvibrush of Bubosic Brown, followed by Bleached
Borne on e wood and e rope, When the paing (v drv vour
feiwctme x ready for e,

FASCINES
Fasgines ure: bundles of simkes, logs, brushwood or amber
which wre wsed to (i1 moats and difches. They are solid
emough to susiain even the weight of war machines and siege
[Owers

Amy imbantry winit ey be equipped with Fascings at the pomts
cost indicated below, This points cost is deducied from the
stepe equipment alfowanee. A ot camyimg fascines may o
use missile weapans or shields,

A unit equipped with foscines that comes: imo contael with 2
maat may throw their fascipes into the moat durmg e hand-
to-hand combat phase to create a cormdor acmoss the moat,
This corndor is o wide ox the unit fiself, and troops may cross
the mod using this makeshin bridge withouw ooy movement
penilty, Place a picce of paper or o similar ioken on the moat
to indicite the place where the Fscines creite o bridge acmss
the. waler,

If & unit carrving fscines flees or is broken inhand-to-hand
combil they will drop their fiscines, These may be prcked up
by any unit which comes info ke contser with tiem withou
ANy moverent penalty.

Podmex goxt 20 poants pee wii,
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SIEGE ATTACKERS

Shege equipment s exsentinl for gaining the upper hund in o sicge, Attackers need rams (o break the gates and ladders 1o tike
the fonress walls, while mantlers shelier atracking troops, allowing them w gel closer w0 the walls,

Log runis: ane: massive tree tunks used o Buatering rams are ideal for breaking down fortress gates,
Enock down castle gaies. Basy 1o hey are covered with a wooden roof o five profection
mike and use. the log ram is the against arrows, coosshow bolts, boiling oil

ideal weapon for the and vther
besiepimg seneral on g masties the
taght budget delender

might pour
over the walls,

Mantlets ure extensively used

n spege warfure to shield Until the gates breuk or the walls

crumble, ludders are one

of the hest
wivs b siere
the rmparns
of i foriress,

attacking archers, allowing
them b pet closer o the walls
for shoot ol missile troops on
the battlemenis,

B L el mlig oy ‘::‘ LT T
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SIEGE DEFENDERS

Of course besfepers doonot get it all their own way, No  Large stones may be thrown singly by the defenders, or whale
Castle defence would be complete without piles of rocks or  baskets can be tipped onio the attmckers below,
cildrons of boiling 0il to tip upon the atinckers’ heads, aome races use crude  shovels ar
muchings known as roek droppers
1o drop huge boulders onio
their aitackers

Orne of the most elfective ways o deferring  persistent
ke from scaling the fortress walls is o divp Thsty,
unpdeasant things on them,

Cabldrons of boiling odl, birrels of quick lme and buckets
of heated sand all burn unprotected [lesh, soak through
armour ond elothing and ciapse excrucinting wounds; In
@iher words, it°s the perfect way to deter atckers from
tiking your forress!

e e T
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The Warhammer Fortress boxed set contamns
i stunming |'.~h1.|t|.n: model fortress which
rnr11l|1[c|!|:]'-.- dominates the T.LHCIEIF Castles are
at the heart of Warhammer: the prizes ol
congues and the last defence J.l.:ii]iﬁt attack
H.]”I:HI'IH rams -.::».]UELE .JH,.thlril HP“I‘IHTmﬁ
doors, boiling o1l raining down from the
battlements, and lone heroes holding the

breach - all images which set the scenc for TS

a titanic clash of bitter cocmics.
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MAKING MOATS AND DITCHES

moat or a ditch around its walls will make a fortress stronger and
barder to capture. A moat is basically a wide ditch full of water and
forms an extra barrier to the attackers. It makes it difficult for them to
approach the walls, especially with siege towers, battering rams andd
ladders. A moat will also make mining operations against the walls
difficult, if not impossible, since the mine tunnel may be Slooded with

a

water from the moat.

he very first thing o do whion maodelling a moat or o diteh
is to decide which one would sust your castle best, After all,
Bretonniun castles are renowned for their moats but all
Begstmen do is dig deep ditches around their crude strongholds,

Diches are sunk into the ground, so in order to make o ditch
look convincing, the castle model would have 1o be raised up on

layers of cardboard packaging or polystyrene. The advantige of

doing it this way 15 thot you will not necd (o represent Walcr

A moat can be modelled like a ditch, painting the botom to look
like water, Bt 1o avoid having (o mise up the castle, just make
o moat using the same methods as o nver section, The simplest
way to represent a moat in o siege game would be to surround
the walls of your castle with rver sections,

If vou are going to surround your castle with a moat or & ditch
you will obviously peed to make o bridge or causeway in front
of the gates so that troops can go in and out, The simplest
solution is just o make u gap in the ditch or meat, thereby
creating o causewny. IF you opt For o bridge, you can mitke A
fixed bridee or a drawbndge. which can b raksend wp. B yosu o
for o drawbridge, then the moal or ditch cin be continuous

TERRAIN FEATURES

There are two ways of modelling & ditch or moad arowmd the
castle: vou could either mount the ontire model or each section
of it on o base boand, including the ditch or moat in front of the
watlls, or maoke separate sections of diteh or moat o be placed in
frant of walls. The second method gives you the option of not
imcluding a ditch or o moat in your games i yoo don’s want 1o,

Mounting the castle on a base board is best fur representing i
ditel, sinee the walls must be rmsed up 1o represent the depth il
the ditch, A moat can also be represented this way, especially if
wou want o permanent, deep moat. 1T you want 10 use septiile
terriin sections, @ moal s the best oplion. Whatever your
preferred option, the techniques for making the ditch or moat
are very similar,

MAKING A DITCH
Ditches are made in g similar way io miosks — see the Making a
Muoat box on the next page. The difference is that the ditch
sections are narrower and deeper, with higher bunks and, unlike
maats, you do ot need o represent water in the bottom, You
can embellish the diteh with wooden stakes.

around the walls,

USEFUL BUILDING MATERIALS

Basing material: If vou want ta base the entive castle you will need o stundy bexing sieiteriial By emegds fo fay under the
cavile gnd the outer moart or ditel. if vou are opring for sepavaie sectionny e voul will enly need basing mareriad for each
section. Thick cardboard, polvstvrene sheet, thick cork tile, hardboard, Medium Density Fibrreboard | MIOF | or foandboand
can be used. Card will tend to warp and cand, polvstvrene, cork and foamboard will not be very serong, They are sultable
forr marrow moat secifony bt probably tee weak as o base baard for a biy fort model. MDF Doard w il b better jor a fig
bese, The stronger und beiter the basing matervial, the havder @t will be to cut to shape, 50 115 easter (o stick fo sfmple
rectan galar shpes and get them cul to size {n i hardware siore,

Thick packaging card, polystyrene sheet or tiles: You will need these to vaise up the castle and o provide dedp layees foocut
intos for the diteh. If vou are making separate moat sections vou will emly need see thick cand xiech ax corrngared cardboard
or polvstrens sheets or tiles or altermatively cork riles,

Filler: Thix is needed o xmoothe over the lavers of card, polysiyrene or whatever you use 1o raise up the walls of the castle
oF it can Be ured i barge amounts lo mode! the banks af the diteh o moat fixelfl. Plasticine. DAS, Terrion or simtlar filler
sand and PVA mix or modelling clay are all suitable for this job. Plasticine painted with PVA glue and sprinkted with sund
is probably the quickest wery fo get banks either side of @ moat. The methed is similar o maikivn g viver banks when modelling
FIVEFE LTI,

Paint and Varnivh: Apart from the wswal teerain colonrs, PYA glue and flock, yen will meed varnigh ro represent wiber i vei
are making o moal. If vou only want a ditch then the bottom can be painted earth coleur ar green lo represei grass. Tia
represent the murky water of o moat, first paint the area brown, dark green or inky e, When this is dry, pata lover el g lenss
vt Farfals cver B0t give ghe reflective sheen of warer




MAKING A MOAT

This ix st ove method for making a Bosie mect seciion,
Avsming thet vour fortress i modelled in separare well
wections, cut a bise board the same lenpth s o wall
section, You could make the mogd seciion lemger 1f you

warri ton cllon for e o sione adfcee il r SecTions

Decide how wide Vo wail Your foal section (o e = hve
or three tnches i abour right, then allow a couple more
fncher for the edges of the moat, Thiy resudiy in o heese
boaord rowelly 12-15 inches long and 5-6.inches wide.

Living fTller, plasricine, polvyeveene or & similiar paterial,
il e the nwve banks afong the Tong edpey of the section,
The porpose of e baeks o really fo dunmgush befveen
lamd and water 3o they do the same jfob ox on a river
dection model. The banks seed mor be figh or steep, aned i
shonld e possible for-a model fo move over Wi,

Cover the ks with ook or PVA and sand, ff veu are
wsing sard, wndercaat the section before vell staet any
patinging or dribvushing.

Faint the spoce berween the banks 1o represem warer
ks diovan, green or blue will do. When (e's dey, paing
or spray glose varndsh over the water part, You can o

reeuls. which con be e From vaed Brash brisiles,
flecativng debris and so.on for effect

A varlarion af the bawle moar section would be an
Leshaped orner section o emable the ot o i aiomed
the outside corner of a forteess, amd o section i go in
froeet af the gate with elther a cavseway ar o beidge, unfess
the eastle is :'qufppw.l' with a drenwhridoer.

fsread of a deep warer mois, vou could make g marsfo,
atfted o moge, This wontld conn as difficonls gantd and
wondd be lexy of an obsticle

A sedtion of castly motmiod o favers of polvasyoes

AN ADVANCED PROJECT

A mime caomplicated  approach would be lo mount the
camplete castle model on o hill made of layers of cardboord
or pokystyrene (s shown sbove ) and then cut a ditch or modat
inio the depths of the hill all around the castle. Thix 15 an
sctvanced modelling project and would not be suitehle i you
want 1o keep your castle in separate sections. The sdvantage
b thiag wvou can make o very realistic castle complete with i
deep maal or ditch, The dissdvaintages are that it 15 o mujor
miodelling project, fequires o large base hoard, wiath all the
storage and tmnsport problems this entails, and commits vt
to only one shape of castle, 1 this project appeals, you could
consicher muking the buse of the castle complete with moot or
ditch but with devschable wall and ower sections that ane just
placed o top of the conoured base

THE REALLY SIMPLE METHOD

Find o base board which is larger than your assembled costle
modie |, with enough extrn board outside the walls to allow for
a maral. Pamnt the entire board green, escept for a 2 or 3 inch
bend representing the moat. Paint this a murky water colowr
and gloss varnish the water part when the paint 15 dey. When
the viernish s completely dry, paint PVA over the dry land
purt of the bise board amd sprinkle with fleck. When the
whale thing is dry, place the castle in the middbe,

BRIDCES
T fimish the model the mont peeds 4 crossing poinl — afer
all. the defenders meed w0 cross the moat i lunes of peace or
to sallv out agmnst the attacker in times of war,

A drawhridge s fechnically difficull 1o puoke, especially if
you want i o work, and a5 a modelling project moits own
right. 11 15 best ckled as part of the lurger project of making
o gatehouse since it s difficult w pdd o dimwhbridge o oa
completed model becopse of the need (or o ruising and
Towertng mechanism

An ensier solution s o place o bridge acoss the moad,
A simple log or plank bridge made of balsa wood strips or
doweling is easy o make ond can be a separate wem which s
Just balanced across the moat or the ditch, Whien the castle s
besieged, the defenders can set fire 1 the bridge, preventing
the enemy [rom using il w cross the masit.

That's all for now, Witch out for more Siegeworks ariicles in
futire issues of White Dward
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{equon of the Dammned

“The Legion of the Damned are an enigmatic force that appear as if

‘ from nowhere to help defeat the foes of the Imperium. That they were
once Space Marines there is no doubt, though which Chapter they

>, belonged to no-one now knows — apart from the Legionnaires
' themselves, and they are not saying. Whatever their past, they are

- now vengeful and merciless destroyers that strike without warning,
\ leaving only death and destruction in their wake. Their work done
?ﬂ | they disappear once more, leaving no clue as to their nature, other

-

By Jervis Johnson than the devastating result of their battlecraft.”

1‘| S copl Bockeround, sncl il G won want Mo KR
e, cheek owt last mer’s WL Sacdly, wnid] nosw,

plwyers of Wairhummer 40,000 huve only been able 10 use

a1 single Leglon of the Damned unit as a sorl of ally for
another Spoce Manne army, This 15 o shame really
hecnuse a5 well as the cool backeround, the Legion of the
Praomined ook grear and are mce pnd easy (o pauint — apart
fro ose pesky laming shoulder pads, ol least, This
hierng the case. when Gordon Davidson sabd words o the
_'|.'._'|_: |-I.“| ]._ll ay e oo il_"_!.l'\\._" { Lpe '|'|:.I.| a0 Sonmivl vow
know ] “how about vou serbe a Legion O the Damned
army Lt For White Dwart, ma wes Laddy " wedl, o was

offer | could hardly refuse!

S0, | sen o owork wilh laplop compuater, red pen and Lbpp
ex, amd came up w th the followine st You' Il find the
Legion of the Dumned units are rock hard, even
compared 10 normal Space Mannes, but they are jolly
ERpensive in erms ol podnts, They also don | hive much
o the way of heavy armoured support, o= 1 thought that
an army that always seems o gppear from nowhers (s
nardly |I|\-.l.' Ll L] |".' '-"-i""-'l"L"! with :_'Il\.'I: i |||"'|'ll.':'|||:.

tarks i such ke, | hve allowed theom o Bhame or 1w,

though, mamnly because 1 thought that Rhine's painted up
n Legion of the Damned colowrs would look rather mce,
and 'we allowed @ Dreadnovght in oo for similar
peasoms, This aside the Legion of the Damined very miach
epitomises the classic Space Manne “rapid assaiall’ armp

and shoold moke n very interesting force 1o play with

Have fun with the hst, wnd if yvou have any commonis or
sugpestions aboul i, or (even better) ideas for extrn stufl
csneh as special mission cards, then why nod

Dweart with the My spies tell me thar

keen o start publishing a letters page. and




¥ Leqion of the Danmmed Army List §

On the following pages vou will
find the Legwon of the Dimned
Space Marine army list. You can
use the list to choose o Leguon of
the Damned army tvpical of thoss
{hat appeir-us 4F from nowherne and
then proceed o cause devastation
amongst the foes of the Imperium.
Unless  noted  otherwise  the
following rules and gueidelines
apply. equally 1o the army. Afler
reading the list vou'll note that a
Legion of the Damned army 15 6 Lo
more restricted i what it may use
compared o other Space Marine
armies, and really s more suited
for wse in small games and special
SCCNArDS

The Army

When you choose a Legiuom of the
Dusmnesd Wy You Cin \|hu||d Yol
ports on three categonies of troops: Charsciers, Sounds, and
Suppit, You are permiatted to spend only o proportion of your
total points on each of these calegories. For eximple, vou iy
spend up o g maximom of 23% of your points on Suppor
These limilations are designed to ensure armies are reasenably
balanced and don't consist entirely of character models,
Dresdnoughts, or mnks

The proportion of points which can be spent on each category is
sumnirised mmmediziely before the sy list under the heading
‘Army Selection'. In most cases there Is no upper it to e
aumber of units that may be taken other than the points
wvinlable. However certain types of unit are limited in number
or avitlobility in osome other way, Yoo may only ke ome
Capluin for the army. for example

Characters

You are free to spend up to 25% of your army’s points total on
charncters. Your srmy must inclede @ ledast one charsoter, the
Army Commonder. 45 explained befow

vialue of characters includes the wvalue of the
characters” wargear and Wargear cands, The points values of
wargear is included on the Wargear list which sppears
immediately before the main army st The points values o
Wargenr cards s indicated on the cands themselves. The

maximum number of Wargear cards a charmcter can have is

The points

indicated i its army hst entry.

Army Commander
Ax noted above, o Legion of the Damped srmy must be fed by
an Army Cormmander,

Squads

Al least- 30% of your army’s points must be spent on squads
Leghon of the Damned Assault, Tactical and Devastaior squads
ire available in fen-man units in the prmy lises. However, thiy
miay be divided into two combal sguads of five men eisch befone
the battle stsrts, [F you decide tw do this then each combat squad
fighis as a separate unit for the durmion of the batle

5
Support

p RV "!i]L:I'ILj U to 254% ol ihe AEMYS pAnis on support. The
suppon secien of the army list describes support vehictes and
Dreadnoughts available o Legion of the Damned ammics

Nide that we huve not included all the profiles or additional
dietails for the different kinds of suppon weapons, vehicles and
Drendnoughis, Beler o the Warhammier 40,000 Wi pear Book
losr support weapon rules or the Dark Millennium supplement
for the vehicle datn cards, The duta cards also indicate the ks
vilues for the different Kinds of velacle, alihough these are
summarised on the lists for your convenience

Techmarings
In ordder o nelude Dresdnoughs or vehicles (apan from hikes)
the army must inelude ot least one Techmarine,

Legion of the Domned armies miay 1 inchide H._-n“-.lr»I anid
there fore can ™t have suppord weapons, What has bappened o the
Legion's Servitors is not known, if indeed they ever hod any

Allies

Legion of the Damned armies may not luve allies. They cither
oierate ds o osmall allied foree for another army, or os @ sell
contained army made up entirely of Legion of the Damned
umils

Special
Characters

Afier the
armmy list there 15 o

i
sectiin including
ihe specinl
charscter  Sergeant
Centurius Your
army may mnslode
this  character i
o wish.




Legion of the Damned Special Rules

The following special rules apply tw all units and characters in
i Leghon of the Damned army.

Leadership

The Legion of the Damned will alwiys ignore any Leadership
st it 16 called upon to make. They cannot therefore be broken,
and ore nod effected by the Psychology rules in any wiay

Fear
The Legion of the Damned cause fear ay described i the
Psychology section of the Warhammer 40,000 rulebook,

Space Marines

The Legion of the Damned are Space Marines and the ustl
Rapid Fire and Shaken rules apply (not that they need the later,
of course. but 1 ke o be complete ).

Where They Come From Nobody Knows...

The Legron of the Dammed have s reputalion for sppeanmg
siuddenly  and after o battle equally as
mysteriously. To represent this, any Legion of the Damned umits
and characters apart from vehicles (or models nding on
vehicles/bikes) may teleport into battle as described on page 77
of the Warhummer 40,000 Wargear book. Units teleporting 1o
thé Battlefield must di 5o on the first Legion of the Dammned turn
of the battle —they may not delay entey until later. Legion ol e

disappearing

amned units may telepor pway from the baticlicld also, s
deseribed in the rules for teleporting, bt if they do so then all
units capable of wleporting must leave = i1 s nope of all. nev hall
measures! Note that it does not cost any additional points 1o
telepont Legion of the Damned units inti buttle

Early Plasma Weapons

Legion of the Damned models vse an early 1ype of plosmia
wenpon dating back to the time of the Horus Heresy, Al the 1ime
of the Homus Heresy plasma weapon technology wias st an
anstable wnd dangerous phase in ity development, The plasma
guns and pistols which could be carmied and used by a Space
Marine in power anmour were prone 1o overheating and leaking
energised plasma onto their unfortunate users, Nonetheless the
devastuting power of plasma weaponry made i too potent 1o
ghandon and many Legions wtilised it in o limited fashion
anyway, In time these early weapons were superseded by safer
ind more sophisticuted plasma weapons, but 1o some feason
these more modem weapons are not used by the Legion of Lhe
[ B L

Special Rules

Legion of the Damned Space Marines may only use plasmia
pistols, plasma guns, plasma missiles und grenades. The heavy
plasma gun s limited w0 being mounted on dreadnoughts,
vehiches and fixed defences which can accormmisile the powe
ks ond exira comlant lines it reguines,

Plasm grenades and massiles: The easiest way to use plasi as
a weapon is to comtain it until it explodes and both plasma
missiles and plasmn 1lrpu.m,l._“\. werg in commuon use by the time
of the heresy, Because of this plasma grenades and missiles
fallow: the same rules as in the Warbammer 40,000 Wargear
book

Plasma guns and pistols: The early versions of these weapons
surffered dan
they benpehited Friom a fasier recharge
plasma guns and |'-i-\'l1l|'. diy il peed fo take @ lum o recharge

wrops pverhealing ond cocistonal melidowns bt
[is mueans thot early

like normal plasma weapons, However when you roll the
Sustuined Flre dice for an early plisma gun or pistol and gel a
jam result something has gone wrong, Place g jam marker nest
1o the firing madel and veroll the Sustained Fire dice, looking up
the resull an the tble below,

Diice roll Hesult

Meltdown! The weapon is destroved as o explodes
with the same effect as o plasma grennde centred on
the firing model

3 Plasma leak. The firing madel suffers o 56 hi
catsing 1 wound with a -2 save modifier. Cnee the ol
has been resolved the beak stops, leaving the weapon
jammed as nofed below,

Severe overheating. The firmg model suffers a 54 bt
cansing | wound with 2 -2 save modifier, The weispon

Jum

(3]

is dlso jarmemed os noted below,

| Owverheating. The firng model suffers o 52 ha
causing | wound with @ -1 save modifier. The weapan
ts also jammed as noted below

Thi effects al the overheating or meltdown e SN sus 50
the mode] has no way of avoiding the hit other than hoping that
its Toughness and armour protect it Becawse the el fected model
is holding the weapon when it mishehuves, saving throws fioar
shields or fields do not apply agaimst hits from o roasiirong
plasma weapon, Note that no matter what is rolled on the dice
the weapon is also jammed until the model clears it dunng its
st shooting phase | for more details on jummed weapons see
page 39 of the Wirhummer 30,000 rulebook)

Close Combat

Early plasma pistols may be wsed in close combat bt the
chunees of o dangerous overlowd building up i a desperile
hand-to-hand fight are greatly ingreased. No Sustained Fire dice
are rolled in close combat 5o instead esch atmck dice which
rolls o Turmble (a roll of 1) has the same eflect as rolling o jam
on the Sustained Fire dice when you are shooting

The Wargear Lists

The urmy list entries (or chaacters and squads often indicate
thut models may be equipped with more weapons or wargear il
extrn cost. This cost @5 indicated In the Wargear list given jus)
before the army list, The Wargear list Is divided nto different
categories, aiul in some cases there are additional restnictions
for example a model may only ever ciry o single heavy
weapon. In sddition, not all weapons or equipment are availahle

1o all troaps — for example characters are not permitied 10 carry
heavy weapons. These restnctions are all indicated on the
"|.'|.i|1"l_'-,'.|l' lisg.

The Wi ar Cards
Chiaracter models are allowed o corry special items: al

pyuipment in the form of Wargear cards, The numbser o
Woirpear cards o charseter is allowed o gy 15 indicated in the

entry for that character. The points: values of Wargear varils 15
included on the cords themsclves,

Wargear cards are included in the Warhammer 00,0000 e,
and many can be found i the Dark Millenmum
supplement. Further examples are printed occasionally in White
Prward magarine and other Warhammer 40,000 Codex books,
Mote that the number of Wargear cards of a particular type is
deliberntely imtended 1o restrier the number of such e
available in an army, When chobsing your army ol Clann

INCHE

allocate s Wargear card meore than opee. This does not affect




youT opponenl, who I'-Il_'k!,',[]'._“ll'. has hs own sel of capds, so i restricted o certunin raoes or ETCOp 1S a8 midicaled on the cards
is perfectly possible for individual models on opposing sides o themselves. Chher items can be used once only, and mus! then
have the same item. Note also that some Wirpear cands are be discarded — such s Vortes prenades

% Wargear List &

The following clars lst addinonal wargear that may becarmed by Legion of the Damned chorueters or Woops, ARy
limitations s to availability are indicated on the chiets themselves, Note that some itenis ane also aviilable e Wirpear |
cards — thise fdms.are.avpilible 1o e Spoce Marines much more readily than 1o some other ammics, hence they liré

i o

melonded o wargenr which can be purchased. Such ilems dre not Wargear cands and do oot affect o character’s ability o
_',ﬁ# carry other equipment i the form of Wargear cards. K i
3?1' Manymodels in the army st are allowed w'replace their standand equipment with itenis froni the wargedy Tist, or 10 b,
D choose dlditional equipment romithis list. Tn both cases any additional or replacement cquipment that s tken must X
7 b payesl Fort fusdl ndditional cost shown below, i -

Assault Weapons, Grenudes ¥

Assault weipdng uu:;”‘hu catried by models-indicoted in - The fallowing grenades may becarmied by any charscter

the hists and each model moy cary an unlimited number.  ‘miodels os - indicoted in the s Grenades are  mm i

wvuilable o other models except where thiey are ineluded
ws ownrgear within the lists themselves, A model amay
Chuingword Doy 20 garry uny numbet of these grendde types. Amodel )

carrying onc or mete of the Tollowing grenade tvpes s~ B

AR o ey R e, B g e i R

Poweraxe oo cona e inaishaen e TS pnned 1o have sufficient fndividual grenades to fast for r
Fower fist ] i, o el X " 1) thie durntion of the banks 4
BRERERSTIG,s s ol o e 2. Frag grenpdes = B

} - Werak prensades . .o i, O ey -
Hond Manmer : e THE il i Erehade o & E\,
Mk 1 Plasma-pistol .. .. .. ... cora BB B grenades - UL . w3 L T
SpwiuLwE“puns / Breadnought YWeapons :

Speéial weapons may be carried by models indicated jn Dresdnoughts may be armed with any wo of the 58
the lists. & model may carry only o single Speciiil weapon. following weapons. Note that this list includes some

; J wegponry not avatlable on standard models, but which is
Baligun . . ... il S e e D included kere for the benefit of modellers and converters: |
0 Mote that the list below s differentoo and replaces the 5

Flamar. .., .. A i
one inectded on the Inperial Dreadnooghi datafax, All
Mel-gun .. .. ; 4 . a4~ Drgadnopght wieapons have tmogeters, ;
MK T Plasmi gun . cov oo B % Twin Linked Heavy Bolters oo oinits oo 20
Heavy """""-‘r'*’f_l;''3““"i \ 0 Twin Linked Auto-cannon e el
Heavy weapons may be cuarried by milely indiCaed Mk T Henvv Phiiimi Cin T SN T e Al
the army lists. Note thul charscter models may not carry . = re \ !
u hewvy weapon fom this list. A model may carry only o Twin Linked Lascannon’, (u.s <o i el 55
single heavy weapon, Power Figt With Built If Stormbolter .. ... 15 s
= =1 5 8
REOCAINORESER O e s e e o A0 sl Latinohiesmvith frag & keak missiles ¢ 45 ﬁ_;,_r'
: ’ 2 : g
gaavy bolflr ... L cedarnaiain Heavy Flamer with buth-in stoom bolter -0 3 e
BhARANAN ., < o e - SRR RS2y S R g s e ol Y 4} o B e
Migsile latincher with frag and krak missiles .. ... 35 Assaulicannon .o e SR e fl
Extra to mclode anti-plantmissiles for the above ., +5: A

* These Weapons aré only rarely used on Legion Of The
Extra t include plasima mussiles {or the above .. #3 Pamned Dreadnowghts, and their points value hos been
ingrensed t rellect this,
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From the drary of the herctic scribe Miviorieay  Mofarey,
Wi EXPCEiion.




.. . e

L Armp Selection ¥

Up o o guaerter of the podnts valoe of the Grmy may be chosen from the Charntlers section

At least o quarter of the points value of the army must be chosen from the Squads Section

of the lisg You miy spend more than 25% of your poins on squsds iF vou wislh,

Characlers 25
of the army. list,
Sepuasrds < | LA
Support 25%
» the wmy list,
i L
S T L T

Lip o guesrter.of the polnts \'u!m of the wrmy may be chosen from the Support section of

_—— CEEA, TR

0-1 Legion of the Damned
Commander ... 200 points

The Legion of the
Damned armey must have an
Wy commandler

Athough nothing
bt Lhe Legion's

15 KTOAWm

hagher  orgamsatiion,  this
mysterions figure has been
sighted directing the

Legrion's attncks

I35 not known il he s the
Measter of the Legion. Or the
ApHce Marine

'-'-'.”"I Ty G

L apim

Commander

WEAPONS, Bolt pistal and frag grenades
ARMOUR. Pow
WARGEAR. The Commander may have up 1o 3 Wargear cands

The Commander may be given additional equipment chosen
from the Assaull Weapons
sections of the Wargear st

ol {4 save)

."i||-,'~|.|| W TAE and Cirenddes

Th . % [ Y bW, T
The Commander may nde o ke at o cost of 20 pomnis

STRATEGY.

The Commander his

_ﬂ 'Ev!‘? &

1 :";ll.l'l.';._:'. [utimg al &

0-1 Company lIcon ... 85 points

The Legion of the Damned army may include one Company
lcon Besrer

Wa BE 8§ T

Troop Type M

leon Bearar | 4 5 5[ 4 4

WEAPONS, Bolt pistal and frag grenades
ARMOUR. Power armour {34 save)
WARGEAR, The lcon Bearer may have wp 1o | Wargear card

The leon Bearer muy be given sdditional eguipment chosen

from the renades

& ol the Wiargear list

Assaull Weapons, Specid Weapons and 3

seetion
The leon Besrer
SPECIAL.

the loon bearer must reduce thear Lesdership vidue by

ey ricke @ bike at i cost of 20 poms

Any enemy units which have o maodel wathin 127 of

4
| pol

0-1 Chaplain ..............

Ihe Legion of the

170 points

Pomned srmy may include one Chaplaim

TroopType M WS BS S

I
{541
Ln
o

Chaplain q |

WEAPONS. Boh pistol nnd frag grenndes
ARMOUR. Power aemour |

WARGEAR. A Chaplaim has a Crozius
Rosurius (44 unmodified save). The
included i his pomis value

I+ save)

Arcanum and «

cost of these ltems 1%

The Chaplmn may heve up o 2 Wargear cords
I'he Chaplain may be given additional equ
the Assauli Weapons, Special Weapons and Grenndes sections
ol the Wargear list,

ipment chosen from

lhe Chaplain may nde a bike at a cost of 20 points




0-1 Librarian .............. 240 points

Ihe Legion of the Damned oroy may inélude one Librrn.

WS B5 S

Troop Type M

Libranan

WEAPONS, Baolt pistol and g grenades,

ARMOUR., Power ormonr (34 savied

WARGEAR. The Libranan may hove up o 4 Wargear curds
e Libranan may be given addsbonal equipment choscn Trom
the Assault Weapons, Special Weapons and Girenades sccticns
of the Wargear lixl

The Librarian may ride o bike ab o cosi of 20 ponts

SPECIAL. The Librarian has o psychic level 4. He may use
|ibrarian and Adeptus psychic powers

Techmarine ................ 50 points

e Legion of the Damned army may include any numher of

Techmuarines

ToopType M WS BS S5 T W |

Techmarine | 4

WEAPONS, Bolt pistol und frag grenmdes.
ARMOUR. Power armour { 34 save)
WARGEAR, The Techmarine may have up o 3 Wargear cards

Ihe Techmanne muy be given additionsl equipment chosen
from the Assault Weapons, Special Weapons and Grensdes

seCLpnns of the 'L"u.ul;:-.'.l.l hisl

[he Techmarine may ride o bike al o eost of 20 points

SPECIAL. The srmy must include o Techmarne in order 1o
have vehicles or Dreadnoughis

Assault Squad .......... 390 points

Acsault spunds are -_'-_|||||l'|'||,'n| with ¢lose quarter Weapons sueh s
Mote that Legion of the Damned
aasanll squads muy nod v jump pocks

pastals amd chaimswords

Ws B8 8 T W | A Ld

Troop Type M

Marins
SQUAD. The squad consists of |
4 Space Murincs.

Space Marine Senceant and

WEAPONS. Bolt pistol, krak grenades and frag grenades,
ARMOUR. Power armour ( 34 save)

WARGEAR, Any minlel may be equipped with weapons
chosen from the Assault Weapons section of the Wargear list
Up to two models may be equipped with 4 weapon chosen from
the Specinl Weapins section of the Wargear hist,

The entire .,,_|||_|,| LY (nie -_',||_|||||||_'.J with blind ;,_'l'\.'ll.'.l.l'."‘ il B cedsl
af 20 points and may also be equipped with melia bombs &t o

coal ol 50 paodnis

Tactical Squad ........ 390 points

Facticol squads are highly flexible and tactically adaptable
trosops, They make up the majority of Legion o the Daned

sqquads -\.Il_‘_i'ﬁ-.'|.|.

TroopType M WS BS § T W | A Ld

Maring

SOUAD, The squad consiss of 1 Space Marine Sergeant and 9
Space Marines,

WEAPONS, Balier, halt pustol and frag grenades

ARMOUR. Power armar | b+ sive)

WARGEAR. Up w one model may replice his slter with
wenpon chosen from the Heayy Weapons section of the Wisrged
lisi,

Up o one model may replace s bolier with o weapon < hosen
from the Speciml Weapons section of the Wargear st

The Space Marine Sergeant may be equipped with additional
weapons chosen from the Assault Weapons section ol the
Worgear list

The entire squad may be couipped with kiak grenades ob @ cost
of 3 poinis




Devastator Squad .... 390 points

Devastalor syuls are eyuipped with o larpe

burst gpar

nuimber of heavy

'.'-..,'.'.|:-ill|-. which ':||-.':. (LT [ ] enemy  lanks .|I!||.i

strongpoints

W3 BS &

TroopType M

. Marina 4 5

SOQUAIL. The sguod consists of 1| Space Muorine Sergeant and 9
spece Manmnes

WEAPONS, Bolter, bolt pistol and frag grenades

ARMOUR. Power armouor (34 save)

WARGEAR. Up w four models may replace their bolters with o
weipon chosen from the Heavy Weipons secton of the Wiargenr list
Fhe Spece Marine Sergeant may be equipped with additional

weapons chosen from the Asssult Weapons section of the

Wargear list
Bike
Squadron

The Legion of the

.... 60 points per model

mike

Duimined extensive use of Bike

Squardrons 1o Lwnch fast raids

TroopType M WS BS

| Mtarine

SOUAL, The sgquadron consists of 3 10 3 Legion of the Damned
Space Marimes nding Space Marine bikes

WEAPONS, Eich bike s lined with twin linked bolters with
targeter. Each Space Manne rider s armed with a boll pestol-and
Irig grenpces

ARANOLU R, Power armour ( 34 save)
WARGEAR. Any maslel moay be cquipped  with additional

weapony chosen from the Asssult Weapons section of the
Wargear st Up o two models may be equipped with 4 weapon
chiosen from the Speciil Weapons section of the Wirpear list

The entire squadron may be equipped with blimd grenades a1 9

cost of 2 points per maxdel and cin also be equipped with krak

X
grenades al a cost of 3 points per moedel

Dreadnought .............. 115 points
+ Weapons

Fhe Legion of the Domned oomy most inclode of lesst one

Fechmaring in order to have any Dreadnoughis

Troop Type M WS BS §

| Dreadnough! G G G T 5 1".| 1¥]

=

WEAPONS, A Dreadnought may carry any two of the weapons,

or weapons combinations, indicated o the Dreadnowghi

"-"'--l.'.||'l s Waorgeur list at the points cost given
OPFTIONS. The Dresdnosght may be fiined with auto-laanchers

earrying frag or hlind grenndes. ot o cost of 5 poinds

BRIN0. oo 5 points

The Legion of the Damped aemy must include ot least one
lechmarine in order o have any Rhomos, The Rhino is the
ubiguitoms Space Marne vehicle twmed out in vost number i
Chapter armouries throughout the galagy. [t is also the basis for

maany varnts dnd field conversions,

TroopType MW WS BS

Maring 4( & 5| 4 4 1 5 1| 8

CREW. One Space Manine drive

WEAPONS, Twin-linked boliers with targeter. In addition, the
iriver is armed with s bolt pistol

ARMOLUR, The dover wears power armour {3+ save)
FRANSPORT. The Rhino 15 designed 1o carry o full squad of 10
Space Marines

OPFTIONS, The Bhino may be Hitted sath auto-launchers with

frag or blind grenades a1 an additional cost ol +5 points

Land Speeder ............ 160 points

The Space Marine anmy must include ot least one Techmanne in
ordder 1o have any land speeders. The land speedsr 15 4 two man

fust-nitack vehicle powered by o gravitic reaction motor.

TraopType M WS BS 8 T W | A Ld

Marire

CREW, One Space Mariie diver and one Spiace Manne gunner
WEAPONS, Heavy flamer and multi-melia with targeter. In
pkdhition, both crew are arimed with boll pistols. Eithier crew may
be grven acditional weapons chosen from the Assaull Wieapons o
Special Weapons sections of the Wargear list

ARMOUR, Both crew wear power armour {3+ save]

Attack Bike .............. 120 points

Ihe Legion of the Damined amy must include ot least one

Fechmarine v order to have any altock bikes

Troop Type M

&
CFi
s
)]
fa e

Maring

CREW. One Space Marine driver and one Space Murine gunner,
WEAPONS,

fargeters. In addition, both crew are armeed with boll pistols
Either crew mav be given additional weapons chosen from the

Twin=linked bolters and mulo-melta, both with

Assauli Weapons o Special Weapons sections of the Wargear
list

ARMOUR. Both crew wear power armour | 34 save)




Special Charvacter

Sergeant Centurius ... . TocaTyos M

As owith all Legion ol
ihe Damned Mornnes, Maring

Centurivs”’ armour does

WEAPONS, Holt pistol, charsword and frag grenades
i display any rank o

inelenis cave the psunl ARMOUR. Power armour (3+ save)
svmbols - of death, WARGEAR. Animus Mualorum,

PRV 1 helievier A ety
however 1 1s believed SPECIAL. Centurins is o spechal character and must be 1aken

that  Cenrius -
) el 5 exactly ns described above (vou may ol change or add o s
veleran sergeat. He s

|'!-I'|'

couipImEnt oF witrgein
marked out  from

The Am - g ancient relic akme the form a skull
other Legionnaires by [he Animus Malorum is an ancient relic taking the form a skul

ose eves blnze wal pENE When s POWET i unleashed,
the srchaie skill thay he  WHOS yes bluze with light when its powe

curries known as the During the Psychic phase the power of the Animus Malomm
rimus Malomom (Souls  may be targeted of a single hvang encimy model within |27, You

ol the Damned) muy use between | and 3 Force cards o power the skull, Roll &

D6 o every Force cand wsed, I the result 15 mare than the

Serpeant Cenfunus was

. tarpet™s L valoe then s sool s secked from its body the
A specind Climited edition” mniire we released o couple ol kS | | i ‘” : = E
v ] model 15 desd resardless of wounds or armoar. 18 the target s
years dgo. The model is mo longer aviilable, but vou can convert !

I

[ ' . k. - mon of the Damned
a “standard’ Legion of the Damned sergeant to represent him '

killed then vou may resurmect o dend Ley

muslel, ploced within normal unit coherency, This may noi be

Centurus OF o Comversion thal represents hm may rieplace the -
sedd Moy inciesase e unit hl":.lll1|| s -.lrl'._:III.I| 9 Fal = ||In.' iR LT ol

Sergeant 10 any squad i the army, He does not cost any poiis oot : !
the skl moay be nullified hke a psvehic power, requiring o 4+

tey suceessiully nullily

Legion of the Damned
Commander Conversion

Thie Legion . of the
Danihed Communder is o
fuirly  easy, bui o very
striking comversin sod in
cose you want 1o have, o

I po, heres how v did |1

We used the lollowing
COMmponents m _our
TV ET R

Space Murine Chapliin 4 (Cat e, OT0003 1045
Character Arm Sprue

RS T,

Close Cornbat Spriee = vou' [ need the pewes swiond

| Legion of the Damned shoulder pad

| Legion of the Damned backpack

Cut the Chapluin’s Croing off were it meeis tho hand

anid reploce v with the power sword. Then ploe a
Legion' of the Dammed shoulider

pad onio’ one of the plistic Grms

i pudd o bol gone Then stickthe

arm o the Chaplain's | bocy, All

that  remmins to  Ginish_the
conversion is 1o glues Legion-pl =
the Damned backpack to thé-. @
Chaplain. Your Leglon, of the
Dumned Commander 15 oo ready

for yion o paini.
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By Tuomas Pirinen. With art by Jobn Wigley.

ast issue I discussed the background and development of
Mordbeim, the City of the Damned, which is the setting of our
[fledgling Warbammer Skirmish game. In this issue we present the
rides for playing small scale skirmish games in the Warbammer world,
Note that the rules which follow are still at the development stage, and

Inscoriiomm, Pirirett therefore are neither complete or set in stone. Your commerts on the

WARHANMMER SKIRMISH

o print the entire Skirmish rules all ar once in White
Ervar! would take vp far too much space, What follows is
therefore only the core of these rules, We are woing L
publish additional rules for weapons, movement and
couipment in the upcoming issues of White Dwarl, but
these rules should allow vou o start plaving steaghi

away. The rules work best with modest lorces, say 250

article are therefore most welcome!

points per side These orces work best when led By a
modest character like a champion, ancd they showld
include very few, if any, magic items or wizards,

You meay simply play a steadght battle o see which side is
wiped out, but it is far more entertaining if vou develop
a scenario, This could be an ATTCMPT 00 FESCUE A prisoner,
seck hidden treasure, ambush your enemies or occupy a
building. | shall itroduce some scénarios in foture

White Drwvarts, so wiich this space!

god Cric will not tederate cowards, The men' of

1se then

® MIDDENHEIM @

Middenbeim is the city of Uirfe, the god of wolves,
winier and baitles. Middenbeimers are farge men,
muscular and  beavy-boned, who  grow long,
wirkermpt bair and impressive shagey bearves. They
are big of statnre, burly and broad-showldered. with
fond, booming volces and roaring laughs, especiafly
in the face of danger, In battle Middenbeimers wield
large bammery, The stronmgest of them prefer buge
double-banded bammers, massive weapons. winch
can eqastly break apart armour and smash bones jo
prereeder

The warriors of Middenbeim wear welfeloaks oper
thedr armour Young men st efll a wolfl with their
Berre banels O they wdsh fo wear o wolfclogak, qas the

Middenbeim scorn belmets and mock warriors who




GETTING STARTED

When you start playing you can determine who has the
first turn, what scenery vou use and so forth by using the

Frhammer rules or by agrecing with your opponent
befurchand.

To play a Warhammer Skirmish, you'll need to be fumiliar
with the Warhammer game. All the rules given in the
Warhammer Rulebook apply, with the following
modificaricmns:

WARBANDS

During the game you take command of a warband of
warriors, Your opponent commands a rival warband,
your deadly opponents in the forthcoming conflict,

IPPHASES

To keep track of who's doing what and when, your turn
is divided into four distinct phases as follows,

THE TURN SEQUENCE
1 RECOVERY During the Recovery
phase you may
recover models which
are knocked down or
stunnec. L

2 MOVEMENT Buring the Movement
phase you may move
the warriors of your
wiarband according to
the rules.

3 SHOOTING In the Shooting phase
you may shoot with
any appropriate
weapons as described
in the rules for
shooting,

4 HAND-TO-HAND During the Hand-to-
Hand Combat phase
all models that
charged in the
Movement phase or
were still locked in
hand-to-hand combat
from the previous
turn may fight. Note
I that both sides fight

in the Hand-to-

Hand Combat phase

regardiess of whose
1 turn it is. v

RECOVERY IPHASE

During the Recovery phase you may tuen over models
which have been stunned and are Iving fice down, and
vou mav stand up models which have been knocked
down and are lving fice up (see below for the
descriptions ol knocked down and stunned warriors),

MOVEMENT

Movement is done in the following order:

1 CHARGES If vou want a model o charge
at an enemy and atmck him
for  itly  in hand-to-hand
combat, then vou must do this
before moving any  other
moclels. When vou charge you
must  declare o your
ppponent you are charging
and indicate which enemy
mode] vou are attacking

2 REMAINING MOVES  Once you have moved your
chargers, you may move the
rest of your wirriors as you

see i,

MOVING

During their Movement phase models cin move up w
their Move rate in inches in any direction. Each model is
an individual and can move freely around the battlefield
just like independent characters in Warhammer,

During the Movement phase you may move up and
down ladders and stairs, over low obstacles such as
barrels, hoxes, and S0 on

RUNNING

Ihe normal Movement vidue of models represents a
warrior moving at a fadely rapid care but allowing time 1o
alm and shoot weapons and generally observe what is
going on around him, If vou wish, a model may move
miuch guicker than this — he can mun! A running wartior
can move st double speed: 8" rather than 4", for
example. A Warrior may not run if, at the beginning of his
Movement phase, there is an enemy within 8" of him.
Running models may not move up ladders or climb over
ostacles

A running model loses his chance o shoot in the wren
He Is concentrating on running and is not prepared o
fight, having sheathed or shouldered his weapons. You
should declare thar models are running as they move, as
this will remind both players that the maodel is unable w
shoot thir mrm,

CHARGE!
If vou wish a model to engage the enemy in hand-o-
hand combat then you must declare and make a special
move cilled a charge, Without measuring the distance,
declare that vou are charging and ingicate which encmy
model you wish 1o anack. A model may only charge an
enemy that it has a line of sight (o {in other words you
cannot charge an enemy you cannot see). Unlike the




Keibland is the beart of the Empire. The prowd
“Reiblanders bold the mitfitary traditions of their
_J'ull'i.jﬁf.{:lr. ry I b!gﬂ esteent, gnd even the fogoliest
mercenary  bands  are  disciplined  and  well
equipped. Reiblanders take good care of their
armotr and equipment, and march o baitle in

gliscilined ranks,

Redelanders prefer balberds and swoves as thedr
Cmigiint equipnsent, aned fond toovear breastplates aned
pfm-ufd belmees,  The captains . of Redkfoand
mercenaries are often adventurous nobles, aned
wear sillkan clotbes of blue. wh red.

normmal game of Warhammer, the direction o maodel is
facing does not marter, Fighters are acting individualby
and may look all around them with case

A charge is like a run move, at double movement cate,
but ends with the amacker rouching his enemy base-1o-
hase. Chnce opposing moddels are touching bases in this
way, they are engaged in hand-to-hand combaet. Mocdels
are also engaged in hand-to-hand combat if separated by
a lowe wall or obstacle, where it is literally impossible for
the bases to iouch beciuse the wall is in the wiy

You may charge any model within vour charge reach,
bur you may non charge an enemy model i the route of
your charge (which must be as straight as the scenery

allows)y  takes vou within 27 ol another unengagecd

enemy model, that is closer than vour intended Grget.
Your briave fighrer will undoubredby be intercepred if he
simply ries o run st this enemy! You may L'h.'l.rj:t" up

——— T s -

® REIKLAND @

Almnost fo g man, Reiklanders sport smart, mifitary.
waxed moustaches, with thelir clean shaven lantern
Jaws jutting forward. Thelr chisellod features seom
1o be carved from stone and their cheeks bodr
impressive duelling scars, more aften inflicied by
thefr best friends than by the enemy, who would be
unlibely o gt close enough, They wear thelr balr
ciuse croffed o bristly, soax fo be able o wedr
Hght fitting helmeds,

Thedr pilercing Blue eyes seem to stare info the
distance, bebolding victories yet to be won.

k.

ladders, stairs etc, but vou must pass an Initiative test o
do so (roll eqgual to or under your | on a D6, a 6 always
Fails even if vour Initiative is 6 or higher). IF vou il you
must end vour movement at the bottom the stairs or
ladder, and you may move no further thar turn

It can happen that vou charge towieds an enemy but fail
to reach him beocause you have miscalculared the
distange. I this happens move vour fghter only his
normal Movement value, not doubled - he has lost the
impetis when he realises e fsn't going o reach his
apponent o atack.

JUMPING DOWN

Your warriors may jump down from high places such as
witlkways and baleonies, Take one Initiative test for each
2" you jump down up o o maximum of 8, 5o if you
jummp from a height of 37, coll 2 dice. If vou fail any of
these, the model falls down and takes
dlamage as detiailed below

IMVING CHARGE

You may charge iroops below by diving at
them from i balcony or overhang etc, IF
an enemy model is within 2" of the place
where your model lands you may charge
them. Take one Initiatve test for each 2"
of height yvou jump from, just ke
jumping down., If you fail any of these,
the model Llls down and akes damage
as detailed below: If you succeed you gain
a + 1 Strength bonus for each full 2° you
jump down, and you also gain a 41 ‘o
hit” bonus during the following Hand-1o-
Hand Combat phase only,

FALLING

I a warrior is knocked down or stunned
within 1" of an edge of a rool or building,
there is a chance he will slip and Fall of
The warrior must pass an Initiative est or
he will Fall owver the edge o the ground.

Models which fall wmke 135 hits ar a
strength equal w the distance Gillen in
inches, Falling ignores all garmour saves
bt does not cause critical hics,




'WARHAMMER.

Martenburg is the wealtbiest city in the Empire and
thedr Eloctor Count is backed up by the immedasurably
Fich Merchant 's Guilel, Warriors from Marienburg like
to flanunt their wealth: they wear golden yellow silk
shirts cnd bigh boots with gold buckles, and their
belets often bave outrageons plumes and Sfedathers
Al Marienburgers prefer to wear fots of fewvellery and
rings. They are said to spend more on their apparel
thaan sorrre tediferien!

Marienburgers use fencing swovds, cudgeds, Barnad
guns and pistols and other expensive and flashy

® MARIENBURG @

weapons, and trim their armour with gofd  They
aftways carry thetr woney povches with thom, even in
haitle,

Marienburgers are eastly identified by their curled
beafr gnd siylishly trimmed beards, which may be
dyed blue-biack or golden yellow. Some wear eqar-
rings, which would be more than encugh to get them
killed on sight in Relleland or Middenbeim! Desgpite
their appearance the Marienburgers arve ruibloss
fiwheers who show little mercy o their opponents and
e raiber good @t swordplay

SHOOTING

During the Shooting phase of your turn, each of your
wirriors may shoot once with one of his weapons, This
means vou can fire a bow, shoot with a crossbow or hurl
a throwing knife, for example,

Work through the models one at a ime, Pick which
fighter is going to shoot, nominate his target. work oun if
he hits the enemwy and, if he does s0, any wounds or
injuries caused, and then continue o the next shooter
You can take shors in any order you wish, but be sunc to
remember which models have already shot

HITTING THE TARGET

Use exactly the same method (o hit vour opponents as
your would in a2 normal game of Warhammer, 5o lor
example, a Warrdor with Ballistic Skill of 3 will hit his
enemics on o D6 roll of 44 if no modifiers apply.

Modifiers for hard and soft cover, large @rges. moving
and shooting and so on apply, except that there s no
penalty for shooting at individual targets, as all tirgets
mowve as individunl models.

CLOSEST TARGET

You must shoot at the closest encmy as he represents the
miost immediate theeat and therefore the most obyvious
targer. However, you may shoot at 2 more diseant cargel
if it is easier o hit. For example, o closer arget may be
hard to hit hecause it Is partly obscured by cover whilst
more distant target might be in the open and therefore
an easier shod.

RANGE

Once vou have decided o shoot and have chosen a
GIrgel you must measure oo see whether the shot is

within range. Each type of missile weapon has a
maximum range as- indicated in the Warhammer
Rulebook.

Assuming vour target is within range you can proceed
with the shot If the meger is out of range then you have
automatically missed

CRITICAL HITS

I you roll a 6 when rolling o wound (whether you are
using missile weapons or hand-to-hand weapons) vou
will cause a critical hit. Critical hits represent lucky shots
or masterful strikes which give even relatively weak
warriors 8 chance o mekle the most powerful heroes
Roll on the Critcal Hit gble w determine the damage
caused by the hit

® (RITICAL HIT TABLE ®

1-2 HITS WEAK SPOT The attack ignores all
AFMOUr SAvVes.

The attack causes
double the number of
Wounds it would
normally cause. Roll i
ANy ArMOUr saves
separately.

3-4 DOUBLE HIT

5-6 MASTER STRIKE!

This hit ignores all
AFMOUT SAVes, Causes

h double the number of
Wounds it would
normilly cause, and
you gain +2 to any
injury rolls. ﬁ




MWARHAM
KNOCKED DOWN

A knocked down fighter falls o the ground either
because of a jarring blow he has sustiined,

because he has slipped, or bécause he his
throvwn himsell 1o ground o avoed tngury. Lie the
maodel face up o show that i s enocked doun
Ihe fighter cannor fight in hand-to-hand combart,

Ar the beginming of the warrior's next turn he can
stand up. The fighter moy move at holf e
{thouzh e may not charge ) and may shoot, but
if he is enpaged in hand-to-hand combat he may
not move away, and e will avtomatically serike
last irrespective of wedpons or initiative. After
this turn the model may fight nommually even
though it has ‘zeeo’ Wounds lefi If the model

—
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INJURIES
I the warget has more than 1 Wound then dedoct 1
Wound from his toml for cach Wound he suffers. 5o long

as the model has ar least 1 Wound remaining he may
combtinue o ligh

A soon as a fighter suffers his last remaining Wound,
roll 1o determine the extent of his injuries. The plaver
who inflicted the Wound rolls a D6 and consults the
Injury wmble below.,

® INJURY TABLE @

1-2 ENOCKED DOWN  The [orce of the
blow knocks the
warrior 1o the
ground. Lie the
model face up o
show that the
warrior has been
knocked down'.

3-9 STUNNED The target falls to
the ground, where
he lics wounded
ane barely
conscious. Lie the
maocle] face down 1o
show that the
wiirrior has been
‘stunnmed’

5-6 OUT OF ACTION The target has been
badly wounded and
falls 1o the ground
unconscious. He
takes no further
part in the game
and the model is
immediavely
removed from play.

e Ol
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takes further wounds then roll for injury once
mone, just as iF the model had just sustained s last

Woumnd.

STUNNED
When a warrtor 15 stunned he (s either badly injured or
remporarily knocked out, Turn the model face down o
shorw that the warrior has been stunmed. A modlel which
has been stunned may do nothing but crawl 27 in the
Movement phase. The model may be urned over in the
Recovery phase, and the model s then wreawed as
knocked down

OUT OF ACTION
it of action Indicates that the warrior is out of the

combat and also oui of the game. Remove the model
from the mbletop.

MULTITLE WOUNDS

Some weapons cause multiple wounds, and s$ome
critical hits have a similar effect, In this case roll
separately on the Injury table for each Wound
suffered

HAND-TO-HAND COMBAT

Follow all the normal rules for hand-to-hand combar
as ecxplained in the Warhammer Rulebook. Any
exceptions are deoiled below.

WHO STRIKES FIRST

I'he model which charged the enemy sirikes first
Orherwise, models fight in order of descending
Imitiacive, 1F the Initigtive vadoes are equal, roll a dice
to see who fghes fese I a model has stood apin the
Kecovery phase, then he will strike last irmespecioe of
Ay other clrcumstances

WARRIORS KNOCKED DOWN

If an enemy is fighting a Warrior who was knocked
down at the beginning of the Hand-to-Hand Combrat
phase, he may attzick him o put his out of his misery
Roll to hit as normal. IF any Of the atacks hit, the
wilrrior goes out of action as explained belore
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WARRIORS STUNNED

A warrior who is stunneed is at the mercy of his eneny
In one-on-one combat any model that is stunned is
automatically taken out il his opponent decides to hit
him with any of his atmacks. Note that you may not stun
and then automatically take a warrior out of acton
during the same Hand-to-Hand Combat phase. If a
warrior was stinding at the beginning of the Fland-to-
Hand Combar phase, you must roll 5 or 6 on the Injury

table to put him out of action during that phase, cven if

there are several opponents fighting against him or his
opponent has multiple anacks

In multiple combats a stunned warror has more Chance
alf survival, Where two Oor more models are fighting on
the same side. some may be stunned and crawl away at
2" in thelr Movement phase as long as at least one
continues to fight

IMPERIAL FACTIONS

The strugele for the cronen of the Empire
bas driven the reafm of Sigmar fnio d
civdl wear, Now three ambitious  and
rrathless nobles bave declareed themsolues
ag the rightful Emperor The counts of
Martenbury, Middenbeim, and Retkland
all bape a claim to the throre. Al of them
are backed by powerful armiles. Al of
them are willing to fiebt for domindon of

the Empire, ]

These gre Hmes of unremiiting riarfare
ctvil strife, violence and fantine. Times of
orpbaned  children and  wanton
slanghter. These arve good times if you are
a Mercenary working for one of the
pretenders to the lmperial throne. In Mordbetm, their
agents and warrfors scour the ruins, looking Jor the
magic stones wihich would bring victory Io one or
ather Efectar Count,

Y S P PR S FoS P

MOVING FROM COMBAT

Onece models are engaged in hand-to-hand combat they
cannot move away in their Movement phase. They must
figrht wnil they are taken out of action, or until they ke
out theirr enemies. Unlike in the normal game of
Warhammer, there are no Break tesis

The exception 1o this rule is that if all your oppanents
are knocked down or stunned, you may move Iway from
the combat if vou wish, and even charge other enemies
within range

LAST WORDS

What we have presented here is obviously
only a fraction of all the new rules and ideas
which this project has spawned. 1 have
worked on rules for helmets and bucklers,
Possessed  Cultsis and  the  Sigmarite
Sisterhood, crosshow pistols and throwing
knives, Criteal Hit tables for different
weapons and so on, These will be covered
in the next few ssues, so witch this space!

Meanwhile vou should be dble o play some
exciting skirmishes voursell by using the
above material and the Warhammer rules,
There will probably be sttuations . which
these rules do not cover, bur with a little
imagination vou and your opponent should
he able to sorr out any  unusual
CIrCumsances,

Please write to me and well me how your
games went, If you have good ideas or
comments. 1'd like 1o hear them. Good luck,
have  fun,

and  may

vou abways

roll sixes!
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THE POSSESSED

To finish off this article, we're showing off a few of the weirder conversions that have
materialised here at Games Workshop HQ. These monstrous creations are part of the
Possessed Warband list we’re hoping to bring you soon. Keep your eyes open in future
White Dwarfs for Mail Order deals helping you to put together Warbands yourselves.

Meirk Beelford

Twa of Mark's Possessed conversions

riner Miniature  Designer

Mark Bedford has erearecd
two towering Possessed
miniatures. Mark's first model is
made up of a8 diverse a
collection of different parts as
you could ask for! The miniagure
is hullt upon the woeso of @ Rat
Opree, with the legs of a Slaanesh
Steed and a Daemon Prince tail,
The right claw s actually a
Chaos Spawn ‘Head', The heicl
has been extensively fled down
but is in fact a complee Chaos
Drragon head, cut off ar the neck
and modelled up with Milliput,
g wype of two part modelling
putty. Thie rest of the model has
extra detail sculpied on with
Citacdel Modelling Putty,

The Second is simpler but no
less effective. The body of a

River Troll has the right hand from a Tezeentch Horror, The
source of the head is really bisree. 1t is in fact the Tongue Tip
from the Greater Daemon of Nurgle! Once again Mark filled
in the joins with modelling putty seulpted ineo hair

[ course there's no way that Mr Pirinen is going 1o miss out
O:m all the action! Here are a couple of his insane creations.
The first is a bizzare combination of a Slaanesh Champion
miniature and @ Pink Horror of Teeenich

The second Possessed model is made up of all manner of

different bits and picces. The legs and lower 1orso belong to a

Chaos 1weard
Lammasu  erowned
by the torso of a
Minotaur. The len
arm is cul from a
Dragon Opre whilst
the right WS
originally part of 2
Pink Huorrar
Champion miniarure
with the lorearm
frovm a Diragon Ogre
Tulking af Pink
Horrors, the left
hand and the warty
head bursting  from
the beast's stomach

bisth come from the
same model

Pogsessed conpersion

Possessed conpersion

AME
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IMPERIAL FISTS

UPREMACY FORCE

This ix the latest Warbammer 40,000 arny box set to be re dedsed i inside you'll
finad @ 1,500 points Space Marine army, @ boolkdet that includes an army lst and
tactics ax well as waterstide trangfers and banners lo adld to your models,

The Imperial Fists Spage Marine
Supremacy Force includeya number ol
new meltal paris featuring the Chapter™s
Fist ieon: There are shotlder pads | plias
individual pads Tor the Chaplain and
Librafian), con plates, amime b xied
and  chainswords  Tor the bikers,

weapon arms and a back banner [or the
Terminators and ‘& specidlly convened
Crprabn, OF course you cild patmnt this
force as an entvely now Chapter of
vour ewn inyention, wsing the st joon
Afier all, there .- are over o thousind
Space Marine Chapters. How about the
Iron Fidts or the Fists ol Fire Space
Mlarmes..

-
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FIRST ENCOUNTERS

OF THE

WARHAMMER KIND

by Mike Walker

ke bas recently sent us a whole bundle of excellent ideas and articles which
we bope to bring you over the coming months. Written in bis own unique
style (vou'll see what we mean!), bis first article is all about training new players

in the unbridled joys of Warbammer...

“Why have those short fat ones all gor beards?”
*Can vou move sgain if you roll a double®™
Why is it called Warhamsiers”

They ask stupid gquestions. They are clumsy and
will knock vour reshly painted and converted
Flagellant Standard Bearer, with hand inked flag
andl back banner, onto the foor, They continually forget
that having heavy armour and a shicld reduces
mowvement by one inch.,

Thev are new plavers and they are essential for the
future of our hobby. Which is why this, my first ever
article for this hallowed magazine is abour how
introduce new plavers o Warhammer Fantasy Bartle.

| suppose | must describe mysell as a veteran gamer,

This article
is about the things 1 have
learned during many game teaching
experiences. Whilst 1 have written about

Warhammer, and even though | have never been
eliminated by Eldar or neotralised by Necrons, 1 am
confident that many of the poins will also apply w
Warhammier 40,000, T apologise if some of the following

Auntie Ethel, Kim Basinger and the cat will probably never
benefit from knowing how a Troll's vomit attack works.

Most veweran gamers wre far, bald and opinionated. |
differ because 1 have retained most of my hair,

| have been involved in wargaming for twenty-six vicars
amdd  have  taught
cach of the fve
editinns of
Warhammer o
NMCWCOmMeEnrs.,

stuff secems obvious;, bur 1 am aware of several
grandmothers who have never mastered the technigques
inviolved in egg Sucton

Rule number one. Make sure you enjoy it. IF you find
serting up games lor new players a chore, don't do it
Linless vou enjoy the game vou are playing, any new
players who are participating certainly won't

Rule number two, Never v to teach someone who is

obviously not going o be interested in continuing with

the hobby, Auntic Ethel, Kim Basinger! and the cat will

probably never benetit fom knowing how a Troll's
vomit attack works,

Fay Rule number three, Always iry o present 4 good
; 'h.’ looking and well organised game. Make sure

the roster sheets are clear and legible, Check

] i i reirvis ol iheat Kivn &3 b fact pseterwetedd i foaremiay Wierbammener Farbacy Balfle, | con b civrifaabile gl exrremely siward nodice
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that there will be sufficient figures,
terriain features, reference cards, dice
and payvers Twn doveen
undercoated Elves defending an
upturned foil pie tray and a bath
SponEe  against  an  unpainted,
plastic Goblin force mouned on
spiders made from pipe cleaners,

botte wps and packing mpe, 8 not going (o creare the

right first impression

&
.

[ use wo dillerent ovpes of game 0 introduce new
plivers to Warhammer. A specially set up training game
with an experienced opponent and umpice, and 3
multiplayer game with the newcomer joining one of the
teams, The multiplayer games require less effort, bu
involvement in several is usually cequired  before o
player is ready 1o ke command on their own.
Individual training teaches the rules faster, but can be
difficult to do properly, 1t is these two rvpes of games |
will conver first,

Individual Training

The person chosen o umpire the game should e
good at communicating, The umpire

should offer explanation and advice o the

ncw plaver, whilst the expericnced plaver

gets on with annthilating their troops. |

usually umpire (beciuse 'm e better at

talking than playing).

The first decision for the
umpire 15 who should be the
new player’s opponent. Inmy
case, it is never Darren.
arren hums heavy meal
songs and only wears clothes
that are studded, black, or both, His body has more
holes! than my cat's after it arempred an serial assaule
on a block of High EIf Spearmen. His Beastman army
comes complete with mutilated corpses and torured
prisoners. | try not to play against him after dark or
when there is a full moon

Adam, on the other hand,
makes an excellent opponent.
Acam is always late, You can set
vour watch by him (as long as
the watch is 15 minures slow). |
use the time berween Adam'’s
scheduled arrival and his
eventual appeirance o
relate the introductory
information abour the
brantle,

ettt Bifond

maf b rildlh bavieg the Tuck washed our of ther

Stirt with an explanation of why the batde is occurring
and how o win it

I have a bunch of battles that are espectally designed for
this type of encounter, They feature o mixture of traop
vpes and have easily defined victory conditions, (V1
your Snotlings succeed in killing four or more of his
Steam Tanks, yvou win.”)

For a first baule like this, avoid the Magic rules,
complicated troops like Wardancers or anvthing that
fies,

Try 1o make sure these battles are still a challenge for the
experienced plaver. Keeping them interested makes for
an improved game and a better first experience for the
nowice,

Start o explain the rules. Show the
plavers examples of the

formmitions the roaps are

allowed in. Give the plaver

i simple description
of eich of the

units on the able,

—
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“These are Dwarf Warriors, they are very
tough and are good fighters. These are
Goblins, which aren’t.”

("These are Dwacf Warriors, they are very tough and
are pood fighters. These are Goblins, which aren’t.”)

Explain the roster sheet. Brielly deline each of the
categories from Weapon Skill o Saves. Demonstrate
howe 1o move units and how 1o work out the movement
distances.

I imy pupll’s eves have not yer glazed over 1 alse cover
the charge move and the march move.

Finally | cover the three house rules we use.

13y All dice that do not land in the dice box are rolled
again, or there are arguments,

23 All drinks must be put somewhere other than on the
bardeficld, or there is spillage.

3) The umpire's decision is final, or there is much
sulking,

Yoou should endeavour to weach the gaime o new
people without making them feel stupid.
They should only be made o feel suupid
once they are experienced plavers,
using your superior battle tactics
and lucky boxer shorts *

Alwaiys let the new player do as
much as passible, Do nor move

< These bafi are fillee with fuberesting fivces af body formdtare, Thiv sooson Dareen's favanred motifs seem 1o be serecenring ool gl dagers

i Ay Tk bower shorts g crercooue nyaey ot dn e ot eoren peais. Cilipdonaly fley e nod Beevr clecimd dlariing Hinis piriog. 1 i B




troops [or them, Do not guess runges for them. Do not
spit o0 the dice for them, o

When firing or fighting takes place, use that opportunity
w explain in some detail whart is happening, Try o keep
the explination relevant o the siuation on the able
g

As the bartle progresses offer the novice advice. Never
rell them what 1o dao.

Yoo may want to move those archers a couple of inches
forwurd so they are in close ringe when fAring at his
Hvilrm.~

“Those archers are in charge runge now.”

That Hydri causes Terror. You will need o take a
Leadership rese”

“Even il they use thetr shields they don't get @ saving
throw,”

“I'his s the box for dead archers,”

“You see this donkey.
Try not to get it killed.”

This sort of game should last a couple of hours. | find
that the effort to set one of these pames up is always
rewarded and with luck another enthusiast s born,

T make things really casy for you, at the end of this
anticle you will find The Battle of Newberry Pass. This iy
currently my frvoured training scenario.

Multiplayer Training

Multplayer games are usually, loud, chaotic and hugely
enjovable. | have plaved many games of Warhammer
with teams of players controlling the opposing sides,
These teams always work best if there is a single leader.
The leader is the person who will try o have an
influence over the whole of the bale and who has o
imake the drinks.

S0 how docs the multiplaver game environmeni
compare us 3 first experience for a new pamer?

Il the specially set up game is 2 paddle in the shallow
end with water wings, then the multiplaver game is
being showed off the high board o the deep end,
complete with sharks

Multiplayer
games are seething hotbeds of
intrigue and  betrayal. The major

preaccupation of every player being
how to avold waking the blame if their
sicle loses.

Excuses flick through your panicked
bruin. “Can 1 blame the dice a5 usual*”
“Can | arrange to be away making the
sandwiches ar the critcal moment?”
“Shall 1| feign a massive attack of wind
and go home carly?”

Then realisation, and serenity sweep
over vou, “le's okay To really is all right.,
I can blame the new bloke”

Some games are not suitable for
first timers. For instance, if
the battle is the
culmination of wo vears
of tough campaigning,
with everything
tiding on the
result, this may
not be the Guirest
thme o introduce
a new player.

There are a few
things that should
he done before the
game starts, o put the
neweomer at their case,

=

e

g

==
* Il they know or have been

brought along by another plaver, put
them bath on the same side.

= Introduce everyone (o them, especially the other
members of their teans,

* Give them somie idea of what is going on in the battle,
Leave a fuller briefing to their comrades,

* Make it clear o them that thetr team mares will b
telling them what 1w do with thelr troops. Their
freewill will be severely curtailed during their (irst
battle,

Their eam mates are responsible for making sure they
clearly designare the forces the novice is in control of.
("You see this donkey. Try not to get it killed.™)

They should tell them what they need their forces w do
and how they fit in with the overall plan. ("Your troops
will be geting beat up, here, here and here. While we
stablish a plenic on that hill way over there ™)

U\ sty Babdt ane of vy rogelar appomenis bas adopred for all eritteal dice rolly, Flveee ke 1o awariag beight vellon ruller gloves il
Biretiiegy thvie adice. Mesnraanlln T imnndid Roike Hlee Madnid




Designed Scenario Checklist

1. Design a Scenario
o Employ easy to use forces,
* Use simple victory conditions.
* Do not have any Magic,
= Make sure the battle will be a challenge 10
aft expericneed player.

2. Prepare for Hatile
» Check that vou have all the reguired
Eming coguipment,
* Make sure roster sheets are correct and
legible.

4. Before the Battle Starts

+ Explain the background to the banle and
the vicoory conditions.

» Demonstrate unit formations,

* Describe the roops on both sides
» Explain the roster sheet

= Demonstrate how i move [moops.

* Cowver any house rules.
« [nroduce the opposing player (even Adam
should have areived by now).
4. During Play
* Offer advice 1o the new player.

+ Explain what is happening in the combat
situations that arise.

Multiplayer Game Checklist

1. Prepare for Battle
» |x this scenario suitable for new players?
2. Before the Battle Starts
* Explain the background to the barle,
* Intrrrluce evervone.
* Explain that the new player will need o
comply with orders from the team leader.

L 1% ﬂu:rlllg M
« Allow the team to encourage and monitor
the new plaver.

Fhow

the newoomer 14
thon reated
depenids on your role
in the game. As the
umplre, 1 am usually much
ton busy deciding whether
those Knights actoally are in
charge range or if the Ores cin see
the Halllings behind the wall, in the
woesd, down the well, o spend much time

helping any new players. 1f T ger tme | ask if they are
enjoving things and if they have any questions. | uswally
restrict  any  instructions o how  to make  the
refreshments and the location of local mkeawsys.

If the new player is on my side, | will spend a great deal
of my time making sure they understand how o execute
the orders they have been given, Worry will cause me 10
check and double check on their performance. Often my
troops ace getting slaughtered, whilst the novice’s thrive
On my atientlons,

If 1 am opposing a newcomer, naturally | will seize every
opporiunity to exploit any errors in their play and crush
their forces unmercifully, the same way other players do
T0h T

Should the new  player suevive the multplayer
experience, you will usually find that they will be cager
for more. After a few games they will have as good a
grasp of the rules as a person trained by the one o one
miethiod

I've prepared a couple of easy o follow checklists for
you: one for the specially designed seenario and one for
the multiplayer experience

There are many other ways of introducing new players
tor the delights of our hobby. In this article 1 have only
discussed the ones that work for me, 1 as a result of this
article, 1 have caused you to think about how you deal
with new players, then my aim has been achieved.

The next time vou are  involved  with
soumneone’s first encounter with Warhammer,
miathe it g good one.

I've mot to go now P've just learnt that
seen  with
Warhimmer ‘virging', 've gor o get
there before he gets his Beastmen
ot

Darrenn has  been RO




could remember. They were now in the
iy

The road weas (mportant, everyone saw
the advantages. Except the trees,

The road builders bad sought and |

gained permission to remove all
obstacles. But no one bad consulted the
trees, They began a song, sung by the
leaves and carried on the wind until it
whispered into interested Elven ears.

When the Elves bad arrived no one
could say, but the road builders were
the first to know. One volley of Elven
mreisstles and work twias stopped.

Several days later the Sheriff and fifty of
bis bailiffs entered Newberry Pass. They
returited within the bowr, freshly
decorated with arrows, With a buge
quaniity of foul cursing ctired snoney), the
Sheriff plotied the removal of the
pointy-eared defenders. Rumblebelly's
Goblins for Hire were greedy, stupid
and vicious, They took delight in the
thought of cutting down both the frees
anel their Wood Elf protectors,

Thiz morning Newberry Pass fs still,
almaost stlent, unflike the bridee across
the Swamfry River It is seething with
Goblins. They are giggling, swearing
and belching their way towards the
stand of elderly trees.

Amongst the ancient trunks, with

. naiched arrows are the Wood Elves.
. Prepared to die for the trees, they are

already selecting grinning, greéen

targets.

They .hmf cast their shadows msa;' 3
Newberry Pass for as long as anyone.

The trees watch, as they have clways

= ' WARHAMNA

c Battlc of _ Ncwbcrry ass

SCENARIO RULES

Mewberry Pass is designed 1o be fought on a six foot by
fovue foor table.

Terrain

The Swampy River is impassable. 1t is about three inches
wide. Il a Squig rider lands in the river, the Goblin
commiander is obliged 1o shout “plop” and remove the
model.

The bridge is four Goblins wide,
The hill and the woods all count as difficult ercain.

The south wall of Newberry Pass, marked ‘impassable’
on the map, is, in fact, impassable.

Armies

The roops that actually fought in the battle of Newberry
Pass are listed on the next page, Droyewych’s Wood
Elves are the defenders and Rumblebelly’s Goblins e
the atickers, You can of course make up your own
armies to fight this battle. The defending force should be
1,000 points strong with the attackers costing about
1,500 points. However, before designing that invincible
Chaos host 1o slaughter the defenders, please read the
clesigner's notes.

Deplovment

The attacker deploys first. Two units and one character
(plus any war machine or giant creature they are
travelling on) can be placed on the north side of the
river, no figure to be more than eight inches away from
the bridge. The rest of the arackers start on the bridge
or on the south side of Swampy River.

The defenders deploy so that no figure is more than six
inches from the hill.
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end of the game, they win. i i | | Bt [t ol s ol I | 1 |
Otherwise the atiackers win # GLADE RIDERS S (4|8 ¥ 07 18] ®m imetcomtaim rtandand m
Light armeur, shisld & Barding, 1
hand wangon § |asce
DESIGNERS NOTES ELVEN $TERD slaw|s|3|v|alr]s
This scenario s designed as 2 I
2 ! ¥ Y . WOOD ELF CHAMIPION gl s |48 " |72 8| 51
training exercise. 11's not meint 1o Rl Wiapen 6 Longtow [
he fair. I’ # WOOD ELF ARCHERS AR AR AN ]
] Humd Weapen & Lomgbos |
DProveavch's and Bumblebelly's 18 AN S IR T 1L ) 1 11|l 1
, d ) A The B Hard Weapon & Lomgbow I
Wood EIf army is simple o use Hand Waapan & Longsaw
anmel very forgiving iF 4 beginner
, m. B = ﬂ-" ; WO EUF CHAMSTON B 51
makes a few mistakes. The Goblin e Weapen & Longhow
army presents o real challenge for 4 WOOD ELF ARCHIRS 8 o
Hand Weapan & Longhow
| ROSTER SHEET RUMBLEBELLY'S RABE
Models/Usit M{wsles! s | T W /|1 | A|Ld| Swe Notes Paiat Vilie
T L
. WBBLEEUTTTIN BB EEFLLY, |
Boblin Wariord LA RR JE AR AERE RE R A | 4 1 |
Light srmase, 2 hasded | '
PATTLG STANDARD BEARER |4 (3 (4 4|3 1|3 2 5§ [ ! I
Hang waspon |
: EHARIGT T(T193]1 Seyihes Ll
| cRowman IRIEIEAR SR RRAE ]
| ot armenr 5 shiia !
TWoVE (AR RE NS NAE N
W WOLF RIDRRS IESEAE RS SRAE AE 20
Light armiir & sl
WILF alalo|8|slrinlv]y
ROCHOBE WIDDWRILER 4 4 5 4 4 2 & 3 6| B ¥ .
okl Big Bons
| Light armour, hand woapan | |
| HRANTIC ERIPER EAENENEAE 1217 50
PWEOUTOUITTIRTEETH 4| 3 4 4 3 13|32 5§ | I i
Bobln Bom | | Y | |
Light srmaum § shiaki | .
e alg|a|s|afriz|r]s Unit oontains standard | 168 -
Light armour & thiskd spear | e mruskclan TOTAL
EEFTIC WITHERBREATH IEAEIE AR SMIE BE AE A a :
obin Boas - - el [ § SRR By
e FRrm [ an expertenced plaver. I they
44 OBLNE ala|a|salrizlr]s Uit contaim standard | 147 can  overcome  inadequare
| Light armou & chivid _ 1M F rlian [ leadership values, inevitable
¥ | T 1 1 I 1 I 1 3 1 i L i ]
o CLITE BORLNE fveBoyst |4 | 8 | 8| % 4|1 21 7] 8 0 .-mm.wsi'r)l. ﬂftp:dﬁ_l. randomly
Light sreor & shisld [ [ moving  Squig Hoppers and
: i’ ! _ - most af their army  having
20 NIGST SOBLINI 4 AEIREEERESRNE a0 & L
Wi i s 1
Thort bow A | capon  Skills poorer  than
£ BOBLIN FAMATICE 208 AR R ] 0 Hank the llop-eared bunny,
e : — they will have done guite well,
4 90U WUNTER, TEAMA | L]
AR PROGVER LAEIEIEAR MU ERRAE. I chose the Goblin force mainly
e ”4' pll B [ ’1 ' | ll el B " because they are funny. No one
] & SO HOPPERS 4 | AR AR AR FENE AR AL 75 can ke commanding a mob of
e 208 4 |0 5|30 5 2|2 Goblins o seriously. The
[——— .1| sl lslalalilsla e antics of the Gohlins (and their
By Rhak | often frustrnted  commander)
will hardly ever Gl to produce
an entertaining pame
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If you want to change the forces, try o follow the
principles of troop sclection | vsed. The defender’s
army should be small, with good quality troops led by a
really hard bloke on a Unicorn (or similac). The
attackers should be o vast, uncontrollable rabble of poor
quality troops, whose main role will be o make godod
targers for the defenders.

For those of yvou that want to try o win as the Goblin
communder, here s some advice pleaned from the
pames played testing this scenario. ..

One of the key decisions is which two units o deploy
across the mver. In all the battles plived, Rumblebelly in
his chartot was placed north of the river with the two
units, The consensus s that the best cholce is the rwo
units of forty Goblins, They are the best type of tmoops
for soaking up heavy missile fire, and if not deployed
over the bridge they do tike an awful long dme o ger
ACTOSS,

My personal preference is o start with the Trolls as one
of the units across the bridge. To have much chance of
petting these hard hitting monsters into combar they
have po start as close o the enemy as possible. Being at
the front of the army they will benefit from
Rumblebelly's Leadership (moderate though it is). With
their Toughness 4 and regenerition powers they can
dlso absorh @ Gur bit of bow fire, But the main reason |
wiant them there is because otherwise they alwavs go
stuprld on the bridge and hold up the rest of the army,

The playrester who suggested the Squig Hoppers and
Hunter teams be deploved over the river was asked if he
would like to play the Elves instead,

Keep moving forward. There is no point in hiding units.
T win, the Goblins need 0 overwhelm the Elves with
pirgets, Do not bother hiding Rumblebelly. Half the
shots hitdng the charior will sirike the woodwork
ANVWAY,

Always charge any Elves you can. The Archers are nim
very ough and die easily once you can hit them. The
cavalry will probably beat you, but might just chase you
away from the hill and closer o your more dangeroes
[revaps

Finallv and most importantly, remember it will all be
over soon, Even if this bunch of cowardly, green scum
fet you down, you can always take on the victor again
next week with your proper army!

You are welcome o use this
SCenara for b maonre
competitive game ([ vou wish,
Simply allow the players (o
pick their own forces -

a 1,000 point (orce o
defend and a 1,500
point  force (o
attack

Droyitwych tossed another Goblin onto

the bonfire. He beld the marshmallow
on the end of bis lance closer to the
roxering flames and reflecied upon the
clety's events,

That morning when the warning barn
had sounded, be found that two buge
units of Gobling and their bloated
warlord were already across the river

Goblin Wolf Riders burtled across
bridge and plunged strafght into the
rear of a very larvge and surprised unit
of Goblins with spears.

Rumblebelly separated bis squabbling
troops in time to see a toreent of
arrows panic the otber large unit of
Goblins.

As the large Goblin unit rushed back
towards the  bridge, Rumblebelly
orderved bis troops to stand firm When
the dust settled be was alone, and
guekte dusty.

e Elven cavalry were susprised by
the charge of a glant bairy arachnid
and a small bald Goblin. Afeer lopping
aff a couple of furry legs and a suooth
groent bead, the Elvish cavalry chased
their limping foe aerogs the battlefield
directly into the months of be Squdes,
Everything was devonred - armaour
booves and pointy eqars. The voraeions
firtle cave creatures left Hitle evidence
af the ance provwd wnil.

The Goblin army was enfoying
miighty panic. A pawic as big as d
rampaging.  Stegadon and  as
compelling as a Vampive's smife,
Rronblebelly was swepn along as bk
arnm) ran. A final volley kilfed the
Seperigs and it was over,

Now it was dark and the valley was
grilet once more.

A gentle wind brusbed the trees, they
whispered their thandes.

Droytwych relaxed and withdrew bis

lance from the fire, He then suffered
bis only wound of that day. Pain
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Join White Dwarf!

W nevd entbusinstic gamers with skills relevant o a
professional publishing encironment o bl prroefvice
e morethily magazine,

The snecessivl applicant will have e opportunity to
gk on Wikite Doerf This will reguive. dedication,
perseverance and above all an almost unbealthy fove

Son and krewledge of ouwr products (simply knowing

the difference: between an Ork and an Orc isn’l
erictigh), Applicants minst bave. an extensive working
Enowdesioe of bogh ApplfeMacs aned Quearg Xpress {Aldleis
Frechand and Adobe Phatosbop waould also be belpful)

Iy think yoee'd fip the Bl in any or all of these key
garias avred went nothing more than a coareer di Ganmes
Warkstap, then drop us a fine,

Production Staff

Wir aire currently fooking for Production stafl to work
at our busy desien studio based in Lenton

The suecessfial applicant will bave the opportunity o
work on a wide range of owr products, from 1he boxes
that bold onr miietures (0 poind of sale paterial and
ar main boxed games, This will require dedication,
perseverance and above all an almost unbealthy love
for and hnowloedpe of our products. The prospects for
advancemens  within  a  remarkable  working
enpfronmient arve excellend, with those who bave an
frtdwrcete voacledee of Our games and a will to succeed
generally dodng well

Applicanis must eve a working knowledge af both
ApipleMeacs and Chiark Xpress (Aldus Freeband and
Adlobe Photoshop wold also be belpfud).

it takes to work in the

Have you got what
GW Design Studio?

Studio Operations

The Stwdio Operations department §5 looking for new
prersannel to belp dn supporting the UK and International
Seucliios. Operdfions coordinale work  in the Studio.
contprile  material onte GO archive artibork and
conpunicate with other departments within the
STy,

Applicants must bave a good Eknowledge of Ganzes
Workshap games and miniature ranges, ds this s
escential for the fling and archiving wovk. Basic skills
with AppleMacs wowld be an advantape as would a
wwillingness o fearn newe skills and fprove existing
SVSTCINS,

Editorial Staff

The Editorial team is looking for a new recrl! This is @
full-time fob, based af our Head Office in Lenfon,
Nattinghbam. Our simall bui busy team of editors works
alemipsicle ather Studio departments to progiuce the best
eames cnd rufebooks dn the waorld, The job invaloes
editing and laving out rulebooks and supplesments for all
opir prroglects, ples many ofber redeied fobs such as proog
recding boxes, promsationdgl mciterial, Mol Order flyers =
in fact, almost everything we produce excepr White
Lheary,

Applicanis must be educated to A-fevel standoard,
preferably to degree level, and 1§ goes withowt saying that
a very biph standard of English is essential. If you're
fruchky enough to be one of the people we call wp for an
interoiew, vou'll bave to take a sbort, written st - so be
warned! Related gualifications or experience tn 1bis field
wonld be an advantage, thaugh pricions expérience (s
Ml HECOSEArY, as e ean give on-te-fob trafiring, Apdart
Jrom a naturally pedantic nature (the blessing, or
possibfy, curse, af all pood edifors), e e als0 fm’lkl'ng
Sor someone who is familiar with computers, The Studio
is Mac-based, and all rhe ediving and layvoud works 15 donge
ire Chrecerle Xpwess, Your menst afso be actively involved dn the
Crctames Workshap bobby, as a thorough bnowledge of our
prewiect line and fantasy workds is essential for the job

O phe prersonal side, we ar fooking (o employ someane
wiva is bright, cheerful, hardwerkdog and self-modfrated
Yo efon 't Bave to be obsessed with chocofate, bt all the
rewt of the editors are, so whe Just Shouibi el moniion it

How to apply...

Human Resources, Games Workshop., Willow Road, Lenton,

send vour CV, gaming history and
vour current salary details o:

Nortingham NGT 2WS,

ottt
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PIT SLAVES

1 By Andy Chambers

What follows are the rules for using the new Pit Slave gang in your games of

Necromunda. This means that you can now wreak vengeance on the Guilders that

incarcerated you for so many years...

- Pn Slaves are gang Oghters or hivers who have been
1 y
i capiured by hive gangs or Guild-sanciioned Watchmen and

sold b the Guilders: They are littke more than propenty in the

Ciutlder's hands, doomed fo work i the mnes, fighting pits o
on the pack trmils for the rest of thar lives, Most Pit Slaves are
outlaws, thieves and renegades who have finally been brought
o justice, but others are simply unlucky mddividuals who were
captured and had nobody whe would pay their ransom

Mhe Gulders vsually ‘modity’ slaves for their new lives with
crucle implants and basic bionigs blades and
fighting or drilis und ammers for work in mines and (orges

Plugs and connection points mark their flesh dnd they are
|Ii1.'h'|.'-.| with steel rods and mietal |'|.:'.L"- o strenethen their
hodies. 17 slave proves useful o the Ciailders, their implants
are progressively opgraded so that hardened pnt fighters
become inhuman caricatures of the warriors they once were,

Mhe teughest and most determined Pie Slaves escape their

incarceration. Thies Ny escape 1N ones Or WS or I mss
break-aits of dorens il a mine collipses or a caravan 1
attacked, The vast and chaotic wastes of the underhive provide
ample hidimg places {or these desperare souls and relatively
few wre recopiured by the Guilders or bounty  huniers;
generally the Culd wriles off s losses and buys up more
slaves. Lone Pil Sloves commaonly join up with gangs as hired
e, but groups of them band together for motwal support and
run with the outlaw gangs at the edges of the adzones. Thes
raeed Ciwileer caravans and settlements for food, weapons and
extra implants 10 upgrade o replace damaged parts, Closest 1o
their hearts, of course, is causing the Guild as much trouble as
possibibe
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Outiaws. Pit Slaves sre an Outlaw gang and all of the Qutlaw
miles apply 1o them with the exceptions noted below,

Tf-rr.mry,.' it Slaves start with one plece of terrtory pencrated
on the Outlaw Territory table, This 15 the slave's camp in the
wastes and normally they cannot hold more than a single piece of
territory af a fime. The Pit Slaves can decide to move their camp
after any game, crossing Ure old territory off their roster at the end
of the post battle sequence and penerating & new camp on the
Outlaw Territory tuble immediately. 1F the Pit Slaves are fortunate
encugh to find o Power Cable Tap (a roll of 56 on the Qutlaw
Territory table) they can use it o recharge their implants. gving
the whole gang +1 to their Initiative charactenstic for the firs
turn of the game

Captured Territories. Any additional werritory captured from
other gangs can either be taken as the Pit Slaves” new base camp
feroms the old hase camp off the roster o looted aml destroved
{see the Cutlnw rules for details of looting ).

Income
termitory ke any other Outlaw gang, Pit Slaves can also forage in

Pit Slaves collect income from their one piece of

the wastes, although they anen't very good st doing so (all those
sgucaky joints and clanking biomics scare off the wildlife) so Pa
Slaves always deduct one [rom their foraging roll.

Trading. Pit Slaves roll on the Outlaw Trading chiart

Hired gumns. Pit Slaves can make wse of any Hired Guns that
they can afford, other than bounty hunters (for obvious reasons),

Starvation. Pi Sleves suffer the effecis of starvation just hike
anvbody else, however because they are partially made of metal
they need less food to survive, Esch Pit Slave only needs 2
credit's worth of food 1o aveid starvation

Bounty. Escaped Pit Slaves are considered extremely
troublesome by the Guilders, so they are worth a bounty equal 1o
their total cost, just like any other Cutlaw

Capture, Their experience of absconding means Pit Sluves all
cotint is having the Escape Arist skill, so they will always evade
capture after a game, Gang fighters captured by Pit Slaves can be
runsomed or sold as slaves, Some Pit Slave gangs will not sell
prisoncrs into slavery on principle, but others have no gualms
about casting others infe the hell II]\-}; have escaped from. [1is left
iy the ployer 1o decide whether he wishes o be a crusading
freedom fighter or an embitiered renegade cyborg.

Scenarios. Pit Slaves roll on the Ouilow Scenario table, 1T the
it Slaves cun choose which scenario (o play they cin |1i-.L k any of
the ones from the Necromunda or Outlanders rules

Bionics. If Pit Slaves capture a gang fighter who has any hionic
purts they may remove them and re-ottach them o any mamber
of their gang (though the chief usually geis first pick). The gang
miust include o P Shave Techno in order to regradt bionics in this
way

=r'-_|ura{:_=.. If a Fit Slave suffers a permanent injury 6 a location
which has been replaced with o bionic implant or Fit Shive
weapon, the implant or weapon s destroyed but no further harm
15 done. Destroved weapons can be replaced at the standard cost
shown later. A gang which includes a Pit Slave Techno can repair
damaged Weapons and BMonics on a D6 roll of 6, The Techno can
only atlempt to repdir esch damaged bionic or Pit Slave wedpon
once; if the roll s fuled, the weapon or maplant 15 damaged
bevond repr

The Pit Slave Chiel is
o natural leader, the
one who the others
ook to for direction
and purpose. Usuully
the Chief 15 the one
whio led the others o
freedam, whie
plunned their escape
and who has kepl the

Slaves together
through their
wanderings ever
since. Pit  Slave

Chiefs have o work
hard 1o keep their
position amongst the
cut-throats: and back-stabbers: they lend, a favoured method
being 10 accumulate as many bionic implants and armour
upgrades as possible. A fully arvaved Chief is werrifving, his
many arms whirring and snapping insanely.

You can have one pit slove Chief in vour gang

M WS BS §
Pii Slave Chiel 4 4 4 3 R ] s ] iR

T W A Ld

Weapons

A Pit Slave Chiefl may be given weapons chosen from the Pil
Slave, Close Coinbat, Pistol and Special Weapons, plus the
Grenades and Shotgun Shells sections of the special Pit Slaves
lists

Equipment
A Pit Slave Chief may be equipped with armour plates for 20
credits cach,

SPECIAL RULES

Leadership. A Pii Slave Chief commands respect from his
gung and they are emboldened by his presence. This means that
any Pit Slaves within 6" of the Chief may use lis Leadership
villue when they take Leadership tests. A Pit Slave Chief can
always attempi o recover from being pinned even if there are
no Pit Slaves within 2 of him

Experienced. A Pit Slave Chief will already be hardened by
his experiences, so he gets one moll on the Advance Roll table,

Many Arms. Pit Slapve Chiefs commonly ‘nequire” exim
implants. Because of this a Pit Slive Chief may choose two Pii
Slave weapons instead of one. A Chief with two wenpons will
gmfi an extra attock and may choose (o nesalve hits 1n cliose
combat using cither of the weapons,

—_— — - - - - - - -
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PIT SLAVE TECHNO........ 90 credits

Technas are charged
with the upkeep and
midgintenance of Fit

Slaves, whether i
he as simple as
piling gears and

nghtenng chams or
pd  complex  as

teansplanting new
onic limbs, Most
lechings e

members of Houwse
VWan Saar who have
been captured 10 the

consiant mier- hotse

skirmishing and enslaved by the Guilders. When a gang of
Pit Slaves makes a break for it, o wise Chief will ensure
that they take a Techno with them to make repairs i keep
the gang going

Yoo can have one P Slave Techno m yotr gang
Profile M WSBS 8§ T W I
Techno 4 2 2 i i | 3
Weapons

A Pt Slave Techno may be given equipment chosen from

the Close Combat, Pistol and Special Weapons, plus thi
Grenades and Shotpun Shells sections of the special Pit

Sloves lists,

Equipment
A Pil Slave Techno may be equipped
with armour plotes for 20

credits each

PIT SLAVE........cciccciamiaiaes 60 credits

Pit Slaves make up
thee peat of the gang,
scammed half-men
with hitter memones
of the normal life
they used o emjoy.
Ouisiders often note
that the e
cybernetic parts &
Slave is grafied to,
the their
humamty seems Lo
be leeched waway,
The most heavily
modified Slaves can
shiut down for hours
af a4 time, sitting motionless and surnng inlo spoce
Monetheless, Pit Slaves make {righlening opponents im
combat, hard-bitten and careless of their own wounds as they
rend apart opponents with industrial-sized buze saws or
drills

TS

Yo can have any number of Pit Slaves in your gang.

Ld
Pit slave 4 3 i 3 3 I i | T

Weapons

A Pit Slave may be given equipment chosen from the Pit
Slave Weapons, Close Combat, Pistol plus Grenades and
Shotgun Shells sections of the special Pit Slaves lists

Equipment
A Pit Slave may be equipped with armour plates for 20

crediis each.

i
SPECIAL RULES
Experienced Pit Slaves will have already garnered more
experience than most hivers, so they get one roll on the
Advance Roll tble when they are recruited.
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Armour Plates. Pit Slaves ofien fashion armour plates for
themselves from scrap debris in the hive bonom. While these
give effective protection, they are heavy and cumbersome. A
Pit Slave may be protected by up to o maximum of three
armour plates, giving him an armouor saving throw bul
reducing his Initiative charactenstic a8 shown below,

MNo. of Plates Armour Initiative
Saving Throw Muodifier

| v ]

2 5+ -1

4+ -2

The Inittive modihers lor armour plajes will reduce o Pl
Slave toa mimimm [nfaive of |

Type of Initial Experience
Fighter Points
Pt Shive 2 2D0"
Pit Slave Techno 20"
Pit Slave Chief G206

*Pit Slave and Pit Slave Techno that stant with 31 or 32
experience may roll an extra advance
=

= 'T"ﬁ.—-_.#_-r' HF p:lffw:-. =

PIT SLAVE WEAPONS LIST

PIT SLAVE WEAPONS COsT
Raock Drill 15
Claw 15
ahears 13
Buze Saw Fa]
Chiainsaw 25
Hammer 20

SPECIAL WEAPONS COST
Aulogun 20
Shotgun (with solid shot and scatter shelis) 2
Boltgun i5
Fliamer 40
Lasgun L
Cirenade Launcher (grenades extra) 130
Melta-gun L5
Plasma Cun fLL

PISTOL WEAPONS COST
atub Gun I
Autapisto] 15
Laspistel & 15
Baoltpisiol 20
Hand Flamer 20
Plasmas Pistol 25

CLOSE COMBAT WEAPONS COST
Chains and Flaits 11
Chainsword 25
Clubs, Maals and Bludgeons 4]
Kmite freeS
Sword (]

GRENADES, & SHOTGUN SHELLS  COST
Frag Grenades il
Krak Grenades k|
Man-Stopper Shotgun Shelis 3
Hot Shot Shotgun Shells 5
Baolt Shotgun Shells 15

Pum Dum bellets for Stub Gun
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EXPERIENCE ADVANCE TABLE
Experlence

Points
31-30
3140
b =500
Fi-H
f3]-80)

81100

Title
it Slave
Fit Slive
Pit Slave

Pit Slave

MNotes

Starting level for Pit

Slaves and Technos.

Pit Slave Champion  Starting level for

Pit Slave Champion  Chiefs.

[0)-120 Pit Slave Chumpion
121-140 Pii Slave Champion
1= 1600 Pt Slave Champion
161-180 Pt Slave Champion

1412000 Pii Sdave Champron ol .
2[-240 Pt Sluve Hero S Y
2| -2ZED Fil Slave Hero
281-320 Pit Slave Hero
321-360 Fit Slave Hero
361400 Pit Shive Hero

401 + Pit Slave King May not improve

any further,

| ADVANCE ROLL TABLE MAXIMUM VALUE TABLE

206 Result Mote that the various implants and cybernetics fittee 1o a
New SKIIL (CY e SEiIL tabl : Pit Slave mean thetr maximuom characteristics are higher
. J, 7 f - H MEES § i
z - LN Y OF the )L AN than those of & normal human,
randomly genermte a skill from i)
Mew Skill. (Select one of the standard Skall

Profile M WS BS S W il A LD
tnbles for vour pang and rundomly gengrate o Pit Slave 4 6 6 6 6 s £ 4 10
skill from i) - e J

4 Mew Skill, (Select one of the standard Skill PIT SLAVE SKILL LISTS
tbles for vour gang amd rondomly generate o
-ki|;1'r1.~||1.itI: S e it Slave Pit Slave Techno  Pit Skave Chiel
L1 Characteristic Increase, Agiity = E v
Roll again! 1-3 = +1 Stréngth; 4-0 = +1 Anacks Combat v ¢
[ Characteristic Increase, Ferocity v ¥
Roll again: 1-3 =+ WS, 4-6 = +1 BS Muscle 7 J
7 Characteristic Increase, Shooting s e
ﬂll_l .l.!_;.|I|I -3 =41 '|I|1.'|.|1I'u_'_ duly = 4| I L';l_;,lq_']'-.]];lil
Stealth
B Characteristic Increase, i v
Roll ngain: [-3 = +] WS; -6 =+] BS Tech = o

Characteristic Increase,

Raoll agum; 1-3 = +1 Wounds; 4-6 = +1 Toughness ThE C!tﬂdEI M

A

10 New SKill. (Select one of the standard Skill Journal Is another . Somads
e g CRIC AR gERSIHE & excellent source

1 Mewr Sk 1 Select one of the standard Skill of Nechmunda
fnbles for your geng and modomly generate a scenarios and

hill ""'”H' ) ideas, so why not
12 New Sklll, (Choose any of the SKill tables and
mndomly generate o skill from i t‘ake d Iﬂﬂk?
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WARHAMMER MAGIC

Warhammer Magic is the essential supplement for the
Warhiammet game, contining the complete mules tor

’
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using dogens of spells and magic items in your huitles,

The box comtains & host of magic item, cards, from the
humble Charmed Shicld o the mighty Swend of Cocaeila
In faet there are 2235 pragic item cords: in total? There s
also ndeck of 36 winds of magic cands and 83 spell cards,
including High Magic, Necromantic spefls, Waaagh!
magic, Dirk Magie and Chaos Dwarf spells. The 80 page
rulehook gives you the Tull mies for using wizands and
magic, a wealth of background information, plus
reference sheets for all the magic ilems, spells and Chaos
Rewards in an casy-to-read format so you can quickly
finscd all the mformation you nead,

WARHAMMER MAGIC IS NOT A COMPLETE GAME. ey, \ \y
YOU WILL NEED A COPY OF WARHAMMER TO USE THE CONTENTS OF THIS SUPPLEMENT

CITADER Eiladel, the Cancel Castis, Gimes Wiarkshop, he Games Workshop (0go and Warhammar are ‘J :_I gli j )J

WIS EAT TR rogislered tradamarks of Gamas Workanop Lid, © Games Workshop Lid, 1986, 4l rights resarwad
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A WARHAMME R .

OPERATION
DESERT STRIKE

By Ed Spettigue — GW Canada

On one of his fleeting visits to the UK, Ed popped in to the GW Studio to show
us his splendid Tallarn Desert Raider Imperial Guard army. We liked it so much
we made all sorts of excuses for him to leave it in England while we
photographed it. Luckily Ed’s really gullible...

T chise the Imperial Guard because | have nlways been o
staunch  defender of humanity (0 wlso hoave g 15,000 [Eiml
Empire Warbammer army), and ns such this seemed the right
thing to do. 1 also like playing the underdog. and lets fice it in
a waorld where most things can kil a guardsman simply by
breathing on him, plaving the army is defininely o
challenge (Ed's opponents are obvicusly using

the new Malitosis wargear cord — Fut Bloke)!

Wihen the Tallorns came out, 1 hud been

thimking for & long time aboul doing a

Cuard army, One of my fuvourite films is

Luwrence of Arphia’, which gave me the

ihen of making a complete army, designed

for fighting in the desen. So the project

began. Designing  the army came  frsl

Adthough, the Guard s true strength is in its wnks, |

ke fighting with troops, and with those nasty veteran

mhilities, the Guard infantry can be tough. In my 5,000
poinl army, | only have three tanks (a0 Hellhound, a Lemon Russ,
il @ Griffon). | have found that the overwhelming number of
troseps that you can field cannot be matched by any anny, © have
plaved thirty-three games, of which 1 have won twenly-cight!

Ask Chris Harbor, GW's Chaplain, what happened the first time
e fielded his Eldar ammy in Bugmans Bar, with his fewly
painted Faleon grav tonks!

The painting of the army was a simple procedure. | always look
o the easest route, After spraying everything with white
undercoal. 1 simply covered all weapons, boots, skin and
headgear m o Flesh wash, All the webbing and trousers were
painted in o colour from o past Citadel Colour range called
Imperial Strike Groeen (similar to Scorpion Green), and the rest
of the clothing was painied i Leprous Brown, From here |
simply highlighted everything by adding a little Skull White 0
the: base colowrs, to achieve the pale shodes

The theme was then camied over to the lanks and heavy
wenpons, whtch agion were completely covered in Flesh wash to
begin with, and 1 used the Impenal Sirike Green, o apply the
ciimoulage

| decided w give the bases a desert fieel, it didn’t seem right

puint an army in desert coloues and then give them Goblin Green
hases! To add Mavour w the army, | decided 1o tey to tse as miony




includes Mordians, Cadians and
Tullwrns, and recently 1 have pamted
a few Catachans in desert fatigues. |
did this 1o mve the Grmy 4 more kg
tag feel, as this seemed  more
_appropriate for desen
Mordian heuvy weapons or
mare ‘Tmperiol’ look 1o them. 1 did
this because artillery  regiments
throughout  history genernlly
resarded themselves betier than the
yday “ground-pounders’, and it
also makes the army look like it does
in fact have some kind of milit
organisation, instead of being a
disorganised band,

To wdd more favour | decided 1o

paint some Ogryns and Ratlings in

desert gear, as well as the YVEATICES
Thiese include

army woild be complete without |
|

Commissar Yoarrick (gers

ahotet o bip el

ha? — Fof Hlokel |

also added a very large -

hartle standand, i

complete the overall feel

of the army, The camouflage

on the tanks wos achieved Iy
using wire mesh, and leaves ofl of
plants, which | dried out and painted

ekl Well, it has 10 be a unitof the
new Tallam Rough Riders anil more
trixips: muaybe some Practorians in

desen coloors.”

r
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¥ camoufaged Ed's comoufluged
‘allidus Assassin, Ciileur Assassin
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Ihe mighty forces of Chaos march relentlessly forward this month with even more reinforcements
added to their ranks! Arguably the mightiest of Beastlords, Gorthor is a Shaman of awesome
power and rviding in bis chariot is rvemarkably well-protected. The latest in the line of

Warbammer Regiment boxed sets, the Chaos Warrior Halberdiers arve both beavily
armonved and bard-hitting. Mortals despair!

GORTHOR, THE BEASTLORD

OF all the Beastmen leaders who have pathered the scattered warbsands
together, Gorthor the Cruel was the most dangerous. Gorthor had something
that other Beastman Chieftiins lacked: he had vision and an unguenchable
faith in the Chaos gods. Gorthor summoned all the Beastmen Detween
the River lynsk amd the Middle Mountins under his hanner, and
attacked the northern provinees of the Empire without warning

lhe savage horde of Beastimen burned a tmil of destruction theough the
provinces of Ostlind and Hochland and almost completely
destroved Hergig, the capital of Hochland, before a foree of
crusading knighrs came o assist the defenders. This sealed
the Fate of the Beasunan army, and Gorthor perished in
the barle

Crorthior wits both i shaman and @ mighiy warlord. He
was cunning and ruthless, a perfecr leader for the
Children of Chaos
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CHAOS WARRIOR

HALBERDIERS

Chaos Warriors are men who have chosen a lite
of hloodshed and adventure in reuen or a
| fleeting chance o gmin the favour of a Chiznos
| god. Most come from the ranks of the harbaric
Viarmuder tribes, while some are |'III-3..’.-|!|1|E'.
outeasts fromm sociewy, criminals fleeing from

iustice, madmen, o malcontents \I'I.'|'\.H'4j1
relupe from persecution. Howeyer, not all
come fromn the dregs of society: their ranks
also include l::i'|'||?2"l.'|:| nobles, yvoung loriune
| huniers, and refugees dreiven out of theis
homes by poverty and war

s
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.ﬂw cold light of a Kislevite dawn reveals a ravaged nation. Everywhere the foul |

driven south and even now threatens to devastate the whole of Kislev. North of |

GAMES WORKSHOP SPECIAL STORE EVENT GAMES WORKSHOP|

DRI ENY Y~

HE SIEGE OF ERENGRAD!

minions of Chaos pollute the land. Mighty Praag has fallen and the defences {
g the River Lynsk have been overwhelmed. The bulk of the Chaos horde has |

tlle river only the city of Erengrad remains unassailed. Even now it stands amidst
‘sea of blood-soaked banners bearing the runes of the Chaos gods, Orc ;,;l;qr['.ih;si‘H L ¥
dritch standards.

” v o P

On the 1st August every Games Workshop store will be
taking part in a campaign to decide the fate of
Erengrad. During the last Chaos incursion Praag
fell but the hordes of Chaos were turned
back and Kislev was saved by Magnus
\ the Pious. However, the future
history of Erengrad lies in

YOUR - =1
hanes! GATE OF HEROES |
GW Metro Centre
and Edinburgh

- ] .
‘.‘ Pl
'\I. !‘ & -
- IJ y “
N (" . FORT OF CASHEL
: ! y GW Dublin, Blanchardstown
il ; = f\' and Belfast "‘E
b - LWL RN —— '



P iCIAL STORE EVENT GAMES WORKSHOP SPECIAL STORE EVENT

You can see the layout of Erengrad on these pages. Each battle that takes place
in a store on 1st August determines the fate of part of the city’s defences. For
instance the battles in Luton and Thurrock decide whether the River Gate
resists or falls to the ferocious Chaos assault. Though not all the stores are
marked on the map, each shop has its assigned place, and every battle affects
the overall outcome of the siege. All results will be recorded and go on towards
deciding whether the city survives or is smashed asunder like the city of Praag.

ﬂ EASTE RN BASTIDH
; GW Rotterdam and
Copenhagen

KISLEV GATE |

GW Wolverhampton
and Dudiey J

TSARINA'S GATE g S || T8 ==
GW Oxford and Cardiff Rl < HWEHGATE

GW Luton
and Thurrock

To take part just come along on the day and take command of part of the store's &
armies in the battle (you can bring along a regiment of troops to fight with il you [§88
like). As Erengrad is a cosmopolitan trading port (second only to Marienburg in
size) its defences are composed of Kislevile militia, plus Empire and High Elf troops |5
from the fleets gathered at the mouth of the River Lynsk. There is also a strong [§
contingent of Dwarfs from Karak Kadrin. The main Chaos army is now besieging |
Kislev itself, so the Chacs generals at Erengrad have bolstered their forces with
Orcs driven before them from the Troll Country and Dark Elves from Black Arcs

grab the spoils!

1st August and decide part of the future history of the Old World!

plying the Sea of Chaos. Even Undead and Chaos Dwarfs have joined the fray to

Whichever side you want to support, get on down to your local store on the &3



b’l‘ﬂllL I*I VFNTS STORE EVENTS §

'r' These are ].ust a sulnctlun of the exciting events being run in our stores. Taking part in\
Py these events is easy, simply give the store a call for more details.
4 Don't forgat all our stores run events just like these, so give your local store a call. &

CITADEL OF )( WRATH OF » pr—

L

DARKNESS SOTEK OF ORTIS IV |
Dundes (15-16th August), A vesl Glasgow (15-16th August). As Meadowhall (15th  August),
ammy of Ungead warriors has laid pradigiad in the sorolls of tha Old |l|l.|_‘.-|| jon's Chaos Leglon and a ‘I'II|
slege  to Talabhelm. The brave Ones. ihe Dark Elves now aeek o ' B yatedlar C LJ|| have (olned lorce
dafendars must-siava off (ha snamy | conquer the land of Lustria. Join tha | . || urg & deadly Imparial artif t
horde balo || W oveg run tha walls lorpes of Solok In repelling This I.1'|III] along a palmed squad of
Cmn yol s ||| ,:,l,- or would yo irmeasion or bolsisr the Dark EN army, Tarminators and cleansa Oriis IV of
mihar saal ik lale i chnice |5 youms ) this unholy allinnoe J

il . \_

SIEGE OF
FORT ORCWALD

Blrmlnghim{ZEthJulﬂ,'ll Empira is detarmined to dislodge
tha. Cros from Hhalr lnu ,'|:|I Fart Ore «'r1|| The Oms are
sglnlly detemingd nol 1o y {his imp ||I'-.-|"1r T !,lel To
taks part in this huge slega |__l:||||-' GO ||| it| with spackal errain
just tum up on the day - all minlaiures am |.-|'|'J-'i*.:-|'

L bl : ‘\
The papulnr Engtar Hoadshow battie the "Gatoe of Kiskae®
= back with mom dales over the summar holidays, A

mighty Chios horde bathes against a Kisley anmy BCross f‘f
ihe U CAn & sabiow

1 amAring | altbalbd whitch vou can G Deaekow

COxtord {18t August) and Plymouth (22 August). Anothe Iy
Easter favourite is this Warhammer 40,000 gama with
regiment upan regimant of Impecdal Guanrd Altacking Ork
Blomibowz whio hald the Arnhburg bridgs. Remember he
Impearial masem;

“ou can never have oo many tanksl

Portsmauth 26th July, Guildiord Bth August and
Bristol 15th August

(IPEIIATI!}N DESEB’I‘ SQUIG

lepurlﬂ'lh.nugu-t] The Tallam Desart Raiders fight for supramisgy

wiglnat the Diogas! Il: fhis jol're dver Weady to gea, Just e up and

lght, wou o ||||| uad, mob of vehicie I you wanll




‘illL EVENTS STORE

EVI‘N’I‘S STOR

WARPED AND
TWNTLII

This néw roadsh __.rl_.-.'.'-_- vith ape censry -and
minalures, s L|.'I.3-| i I'.a.: |..',|‘.='| :.'--‘ ..'.|.".'.r,-' th
.~'.| mmar al the :'p'.-.-llf"\- batow A'_- wall s thia huge balla
betwean the Chaos and Empére armias, anyone who &pa nd
o i!-:- Wil recelve 8 LIMITED EDITION C .JH as wal
r"r Al oW II-J Be far o take perl M & MAasan :,. ame ol

Warhammaer and gei & souvsnlr of The avent aa '.-'lril

25th and 26th July
Aberdeen, Bolion, Meadowhall, Sheffield
and Sunderiand
1st and 2nd Augdst
Bradford, Edinburgh, Hull, Middlesborough
and Southport
Bth and Sth August
Blackpool, Newcastle, White Rose and York

15th and 16th August

Doncaster, Leeds, Metro Centre
and Preston

N

Archaaon, Lord &f. Chaos

HAMMERSMITH
20TH ANN“’EHSABY

HH‘I A1 EH'IrJT
hl 1 il i

ompetitions we're running. ot onky

That's nght, our Hamims ] |'.- &
magsive 20 ‘,rlnrl' To -..:E-‘:i.- ale
‘-ugu.l. il ywn fo the storg and |
Guizzes amd L_-!'.'ni
| L F]

'l'llE DARKNESS GATHEIIS

|'I||||||||||I A .|
a086 horde oh g distant |.I_ il
jad of troops and wrsak REavoc of

there's & spacial Warharnmer 40, 000 Btk 1o g

Thee armlas u' ih
yinrriars 1o annlhila
Brng a:0ng a paEiniEc SOl
YOUr Mo nated anemmy

Get down 1o Hammersmith
and join In the axcitement!

\.
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GAMES WORKSHOP'S OLDEST !i'l'llliEL’,_

R e -—:n_-l:-:

PLA(:UE 'I’GWEII

| e wEr Bdgain ntinuaEs. with Plar £ | Crovar
Aoadahow (from las! monih's YWhite Dwarl) hifting e
'-::I-.-,-_... 1 shoras this month

Chelmsford 8th Augusi Enfield 15th August
Luton 22th August
T :_::_.:l'.'- RgAIn i Bt dlalt] MNurgles ;."I.!-|:||

ure voure tharm 1o ke
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GRAND OPENINGS
IN THE
FOLLOWING
STORES ON
1ST & 2ND
AUGUST:
* CHELMSFORD

Unit 4c, Phase I,
The Meadows.
Tel. 01245 490048

* WOKING

Unit 3, Cleary Couri,
169 Church Street Easl.
Tel. 01483 771675

CHECK OUT THE SPECIAL
OFFERS AND MONEY OFF
VOUCHERS
FROM LAST MONTH’S WHITE
DWARF AND MAKE SURE YOU
DASH DOWN TO THAT GRAND
OPENING NEAR YOU!




YOUR CAREER WITH

Do you have drive, energy and enthusiasm?
Are you an avid gamer?

Are you looking for a fantastic career with
Games Workshop?

Then all you need to do is come afong fo
one of the following store venues, armed
with an application form and talk to our
recruitment team.

Just turn up to one of the stores on the right with a
completed application form, which you can get
from the store, between 10am and 4pm. Be
prepared to tell us why you should be working for
Games Workshop!

August 5th
Leeds
Exeter

August 6th
Ipswich
Derby

August 11th
Tunbridge
Wells
Manchester

August 12th
Preston
Heading

August 18th
Glasgow
Bath

August 19th
Bromley
Birmingham

August 25th
Luton
Chester

August 26th
Newcastle
Newport
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Like to work in one of the most exciting departments in the world?

A SALES CAREER AT
GAMES WORKSHOP HQ |

Games Workshcp is a thriving company, employing more than

1,500 people, with 180 of its own stores around the world. Qur
products are also available globally, through independent toy
and hobby retailers, thanks to our multi-lingual sales team,
based at our Headquarters in Nottingham.

We are looking for Sales Personnel to secure and develop
new accounts, bulld on our existing customer base and to
strengthen our already hugely successful international
gales team.

Are you looking for:
A challenge within a young, dynamic
sales team?
The opportunity to prove you can achieve results in
a highly charged, competitive atmosphere?
Unlimited career prospects all aver the world?

f 50, we are looking for:
People motivated and driven by results
The commitment and desire to win
Good sales and communication skills

Foreign language speakers, especially Finnish and
Danish, however any language would be beneficial.

Knowledge of the Games Workshop hobby

Interestad? You'd be mad not to be.

Sand vour current details and C.V. to:

Sue Barden, Personne| Department,
Games Workshop Ltd, Willow Road, Lenton,
Nottingham, NG7 2WS, U.K

) N P €S
B ORGSO
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CHAOS CULTISTS

Chaos Cult armies, which contain the twisted mortal followers of the terrible Chaos gods, are
ideal for use in special scenarios in both Warhammer 40,000 and Necromunda. We've just
completed our own Chaos Cult with the release of Paul Muller’s excellent Cultist miniatures.
Here we take a closer look at the force’s special conversions and paint scheme.

, f
Are ol e

| ) | L II.'|I'-

1 Lhe bloody

e followe

wirband of Cha

siciety, seemngly ordinary folk

|
interests, awating only the right

lovales. These agents of Chiaos

Imperiom ab |East o5 grel

Chans Rengpades, for they gnow aws

Irmpreereniimy Lroim watlun
it Chaes Cults) secred and |

vice of Lt

ill kinds

. ' .
Chats Culis  attradl

=
eypaCiiuily sira

adventure cannot Tind an outlel within more mormnal society

Paul Muller’s
Chaos Cultists

S0 ARy red
handed € heos Lord ond his ferociois |'i||.l'.'ill:_'
15 Space Marines Some
weikly ol occ

wment o reveal their

represenl

These followers of Chaos are oreanised )
cretical bodies
161 ||-.|-! :Ill. I II.I-I'I III l-\.l' \..I-.l
people

o appeal Lo those whose Hnhilions o

oarprsabile thiise
¥

Ity
le hdden i huimdn
pations. aikd
LTLiE
4 threat o the atfracted
hands ol
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CTHTCEIECT

They have an mentally

RETse ol

Puul was one of the talented
miniature painfers af Games
Workshop but about 2 year and a

v he decided he really

whia
IV [0 ACUINE Peikl POswer |__I!'|_|\|'\.

quesl 1o K mew ledie

acgasition {Fl WEED

olleérs 11 |".'.:||'.' frEm
comventional social
[

unslable

allers uan
T scame 1t 1s the

e bold encugh o ke in Chaos

lpe iisell which lures them onto the Chaos

Path, the chance o gain knowledge of the warp and psychic

power, knowledge thar will give them power, (hhers are

prospect ol mone imalertal [he

[ POWET

Iih, influence and followers. Many more are

the ordinary followers of comupt, influential leaders

.I.;:. {&] -_|.I_'| |_||||||:'|'|'-|_

and perpetual self doubt. Tt is no

.
thiat many of the lowly followers of ( fiaps are

I|I.I

+, wocty] misfits, or else desperite mdaviduals

3 1
whiose only hope of sanciuary s in the bosoam of Chnos

wanted 1o sculpl minintures instesd. These
Chaos Coltists were the first models that Faul
sculpted whilst in training, We thought they
were 50 good we just had o nele them!
Rightly pleased with his first efTorts, Paul
decided to paint up the first castings 1o sce how
they looked, When we got around (o painting a
Chaos Culrist army, we based the colour scheme
on Paunl™s Culti




saintain constant vigilance. Keep whrtch
over the furtive movenuents of your
fiellow citizens. They may hide  terrible

i‘.\
seeret. They may be Heretics.
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worship Choos in ils eniirety oF Lindivided
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Glory, just ms some Chaos Champions dedicate themselves 10
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their activities pose @ very real threat to hummnity, In addition
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il other such ss the
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ruthlessly persecule
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Cult is ready to rise aguinst the autharities, the Cultists finally
reveal their true colours and take up anms o ihe commard ol

their chefnisza g

for armed struggle by amassing arsenals of
equipment. If they are able 10 di sy, the Cult will
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Magus Champlon has
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arries a heavy baolter.

' Chaos cultist Army

‘Eavy Metal team

The complete Chaos Cullist aro painted by the




Cult lcon Bearer
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A mighty impact rocked the Titan ‘Dhvine Pressnce’, causing
Daxart lo cursa under his breath,

"Emperor's name! Where did thal come from?" Reaching out
he administered the nlual slap o the side of the araculum
Glowing runes flickered (nto sight on the device and he peered
NE af them closely.

':'h' Wl “There if is! New course, one-gighty-five. Target is al guadrant

ot
-
L]

| _;‘_"- M bive in the Sigma seclor” Fonderously the massive maching

ol swung arpund and strode fowards the new threal “Princeps,

Nl My plasma accelerator is ovarheating, permission to power
BN down for g few minufes.”

4 Lekarf swore agamn, buf therg was nathing he could do. of the

weapan wenl cribcal, the whole ThHan could be desfroyed,
Grudgungly he gave his permussion

I
TR

‘Flimsche, prapare your weapon, we are going 1o assaull the
enamy. Powar down alf non-crifical sysfems, stand-by sysiems
onty. Divert all power fa mabilily circuits,” The Titan lurched as
\| 1 picked up speed, Dekan anxlously scanned the view scope
h fogking for his first sight of tha enemy. A ficker of movement
i and it was thers in front of him. The suddenmess took him by
8 surpriseand he stumbled over the orders.

i

“Er, il sfop. Orneline, on-fine. Gef fhat 'fist up Fliesche
Everybody brace for combat,”

The Divine Presence side-stapped and its massive chainfist
swing around fo rake the frailor's carapace.

Just ke the Divine Presence, the heretic was a Warlard Tifan,
bt whare the Impanal machine was smooth the Iraitor bore the
S scars of Chaos, where fhe Diving Presence was pure, the
anamy was unciean. Steel lenfacies whinped and weithed in an
afternpt fo enfangle the slicing chainfisi while plasma boiled
from ils feering, daemanic visage. Anothar axplosion rocked 1fa
Bl Divine Prasence and Dekart could see thar Harsten's weapon
f| ad been compleisly consumed by the helish fre. Harslen
Bl screamaed as the newral feedback hil him bt thare was nothing
= Dokarl cowd do fa halp him. Sfit the fwo Titans grappied
Fllgsche had scoved greal gouges in the armour of the herelic
but his movemants wane slugoish now as the chainlist became
funther enfangled i the thick, sieel lentacies, AN the while the
traltor poured fire relentiassly upon the Divine Presence and
darmage warmings besped and fashad as the Imperal Tifan was
lofced fo s knees. Suddenly an impoessibly brght Nght
enveiopad Dekart's wsion, He was certain the end had coms,
He was surpriged when the polansing dispiay compensaled
and he saw that the herptic's head had been blown ciean off, A
lountain of white-hel plasma arupted from the breach and
slowly the iraitor collapsed,

Princeps. | am happy fo repor that the plasma accelaralor is
now back on-hpa,"

Dekart grimned as he gave his orders

d j “Good work. Mow lat's see if there are any mora of them oul
o fhere”

| LORDS OF BATTLE

| TITAN TACTICS FOR THE 41ST MILLENNIUM BY IAIN COMPTON

So, you want to know how to get the best
from your Titans on the battlefield, eh?
Well it just so happens that nice man Mr.
Compton says he has all the answers...

herevar the lames of war burn most larcely, huge machines

stride through the hellsh inferno. These behemoths of death
bear down relantlassly upon the foe as lethal refribution rains from
fheir awesome arsenal, and the enemy, whether hes a simple
infantryman or commander of a heavily armourad battle ank, knows
that he is doamed.

Titans are the larges! ground vehicles fo be used 0 combal, and
each cames sevaral staggenngly powedul weapon systems easily
capable of vaporising tanks or shredding whaole companies of
irtanry, Most are more or less humanold in appearsnce as this
allows excellant mobility in combination with an slevated firing
peasitian

Each race builds huge war machines like Titans ta suil their vary
different combat tactics. Orks for example call theies ‘Gargants’. Each
Gargant is a sprawling, ramshackie affair, absolutely brsiling with
enormous and often dangerously unstable weapons., Baoth  the
Imperium and the forces of Chacs are served by the same Titan
clagses. The imperium considers Titams 1o ba amongst the most
gacred creations of the Machine God and so Imperial Tilans lake the
rola of fearsomaly armed mobile shrines, cleansing and absolving the
impure with fire and death

Cn the other hand those traitor Titlans which marched atongside the
Warmasiar inlo damnation have becoma warped in the service of
Ghaos. Some aro still crewed by bamngs that are more or less human
whilst others have been chosen as mounls lor the most powerul
servants of the Dark Gods and

fuse

these Infernal =ngines
Daamon wiih machine In
an unhaly celabration

of daath

Like their buliders,

Eldar Titans are swil

and deceptively

powerful, Instead of
metras of arnmaur
plating, they raly on
speed agility  and
sophisticated techroiogy
to protect them from
harm. As you might
expect, the Tyranids do
ot use mechanical constructs
af &ll, thelr THans are actually
gargantuan creaiuras

which have evolved natusa|

delences just as polent as
any weapon system

Scultling ACIOES
batllafields  upon
thoir many legs.

thiy Inspird a horror

beyond even that of
other Titans Wiy not fit all of your field guns onfo a
Tican? There are plenty of long range
Titan weapons avallable and most of
them are either Barrage or Heavy

| Barrage weapons lo bool!
WRAEY e .
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Titans can be broadly categarised o lhree types, The smallest lype is the
Scoul Titan, These are still vast by any normal standard, an Imperial
Warhound Titan for example stands around fifty feal tall. Scout Titans are
often used as reconnalssance vehicles for Tilan legions or as rapid
response units in a more mixed force. Most Titans of this class carry
twe or three of the smaller Titan weapon systems; spead and adgility
not bruie firepower are thair main adveniages. Most races build
small Tifan classes; the Eldar have their Revenant Titans
Warhound Titans serve both the Emperor and the fell forces of
Chaos although the Heretics also use semi-daemonic angines
such as the Questor and Subjugator in the same roles.

The main disadvantage of a Scoul Titan is that it towers above lesser

vehicies, making [t an easy target, whila not being as heavily armoured
ar as well protected as a Battle Titan. For this reason they are raraly

used in open terrain or for sirasght firelights with well armed loes. &

strong anti-tank force can bring ruin to a Scout Tilan sa thelr commanders
are usually the wildest of Titan pilots. They tend to fight as hunters,
stalking their prey, waiting for an unguarded moment to pounce, then
escaping bafore the rest af the enemy army can react to the blow
Often they hunt in packs, combining their lirepower against
powarful targats and splitting It against lesser ones.

BATTLE TITANS

Mast Titans fall into the category of Battla Titan. This (s a fairly
loose description that covers many disparate types, Reaver
Titams, Warords: Phanioms, Gargants and Bio-Titans all fall
ino thiz category as do many Dasmon Engines. Batle Titans
are the mainstay of most Titan forces and are usually the largest

vehicles 1o be commitled to a land-based conflict, Each Titan is capable of
carrying at laast three super-heavy weapons and oftan more

So tall that thay are rarely able to make any real use of cover
and so ponderous that svoiding Incoming fine Is usuably out of
tha quaeston, most Battle Tians rely instead on banks of
power fields or void shields as well as immensely thick armour
plating for protection. Even the heaviest fusiiade can be
deflected or absorbed without serious effect. Baltle Thans
ara mosl often used 1o plough great holés in tha
enamy lines, allowing infantry and armoured
companies 1o advance and consolidate in thair wake
Indwidual Titans may carry wildly different
armaments — some may be gearad specifically 1o
gngage ofher Tians for example, while others may ba fitied with
devasiating barrage weapons fo obliterate infantry, However they are
armad, Baltle Tilans are awasome shock assaull vahicles.

IMPERATOR TITANS
Finally, the largest and rarast class of Titan is fhe Imperator Titan,
Cnly the Imperium and Orks build Titans this |large The Imparium
builds them as an act of ullimale worship and a symbol of
absolute power, Orks bacause they can and because they
aren’l about to be upsiagad by some “poncy bomans”. The
Imperator Titan Hself is a magnificent machine, standing taller

than most tower blocks. Not only does It carry weapons thal are
b

SCOUT TITANS v

This
Titan has bean

picked out for the

rale of a Tian
hunter, with a
close combat
power fist and
Vortex missile
abie to take
ol most
opponenis.

To support

its advance it
also mounis a

mega cannon and

multiple rocket
launcher.

This Titan has
been designed
fo be tactically

flexible on the

battlefield.

Armed with a

mega cannon and

wo heavy

weaapon batteries

to deasl with
Infantry and
tanks, it
mounis a
powerful
Death

Ray for
heavier
targets.

capable of demolishing whole cifies, but it also farries an antire
platoon of troops within s massive armoured legs. The Mega-Gargam of
fhe Orks is hardly less tearsome. The Orks nall and wold colossal weapons onto every avallable surface




Ork around the side of the
hagd,

“Woddyer mean we're losin'?”

whacked (e younger

Whole tribes of Gretchin riggers scurry throughout 15 vast bulk 1o keap it rolfing inexorably forward, To
fhe Orks fighting alongside it, It becomes an idol to tha Ork gods Gork and Mork and they become
Inspired by its presence even as |heir laes quall balora it A single Impesator ciass Titan ks the equal of
a whole squadron of lesser Titans and thay are only committed to the fiercest and mosl critical
Campaigns.

“Aut Boss, thare's a lat more of TITAN HUNTER, FIRE SUFPORT, OR ALL-ROUNDER

tharm laft than there s of us.”

(dmaongst Orks Boglofl was
considerad somefhing of a
mathematiclan. )

“Now fissan ‘ere lad.
Numbers don't maan
nudfin®, s all takhks
an' siralerges
inrit? Lemme
expam. We're

in & roggin big
Gargant, righi?”
“Right.*

“An’ therg's nuffin’
ot there that's
biggarn us, Aght?”
“Right.”

Then we can'l
iose, Simple

raally, you jus’
qofter learm ler use

As | said earier, every race builds Titans in a different way and even identical types of Titan may
be armed with very ditleren) weapon systems, This makes Titans particutarly Nexible and
allows you to choose a Titan for a particular purpose

Any choloe that you make for your army must lake several factors |nfo account,
The points that you have available to spend, the type of army that you have
chosen, the type of army that you will ba fighting and personal preference are
the main things 1o keep in mind whan choosing a Tilan. Obviously in a
relatively small game you may not be able jo aflord that three
Imperator Titan battle group you have been painting all weekend.

If your army has a lot of anti-ank weaponry in it, then you may

wish 1o arm your Titans for an anti-infantry role to plug & tactical
gap in your arsenal, Equally, It you suspect that your opponent will
be taking an enarmols amount of tanks, then you may decide (o oo
completely ihe other way and load up on pulsars or death rays. Here are a fow
of my ideas on how to pick a Titan. .

CHOOSING WEAPON FITS
| usually pick my Titans last of &l = this way | know
how many paints | can afford (o spend on
them and | can sea how the rest of my
army has shaped up.
Taking a good look at
my army roster, | think
about how it will attack the ananmy,
Is ¥ lacking In firepower? Can it cut the mustard in
close combats? Are thers enough weapons
capable of tmking on super heavy lanks and
Titans? My Titans will be fittad to cover any
shortcomings and il holes in my army
selechion. As an Eldar player, my choices
gre moma [mited than an Imperial or Ok
player. There are only two main types of Eldar
Titan: the Fevenant Sgcout Titan and the
Phantom Battle Titan, Of the two, | much prefer
the Revenan!, so unless | am playing a really large game,
| will imit mysell to one or two of thess, which makes
choosing  weapans much easier — you don't have tof The
Revenant comes with two pulsars and a weapons battery which
can't be changed. Problem sobved. Other Titans, though, ara
frickier. Having chosen a rola for your Titan, you have fo
dacide whather to keep it fairly flexibie or really spacialise.
Far example, if vou want a Warlord Titan fitted as a Tian
killer, you could take it to the imit and load up with a death
ray, twio Vortex missiles and a close combat weapon, This
i5 practically guarantesd to take down an enemy Titan but
once |t has done this your sxpensive Titan is practically usaless,
Daath rays ame pretty deadly but they can anly kil one thing per turm. You
may declde to try a more balanced appreach and [l a more flexible paylosd, Perhaps a close combal waapon
and & death ray for aking an Titans, with a weapons battery and a mega cannan which will be of mora use
against softer targets.

Df course there are many different basic rales which Titans can be equipped for. How about an anti-infantry
Titan with lots of barrage weapons and weapons batteries, or a tank killer — Eldar Titang with thelr pulsars are
particularly good at this, We've discussed anti-Titan Titans aiready but how about an arfillery Titan? It you afe
fed up with flyars swooping down and demafishing your artilery en lurn 2 of every game, why not il all of your
field guns onto a Titan? There are plenty of long range Than weapons available and most of them are aithor
barrage or heavy barmage weapons to boot! You will losa the abillity (o fire Indirectly and lay down preparatory
bembardments, but at least you can be pretty sure ol your artilery lasting the whola battle. Finally, one of the
best uses for & Titan is a5 a helping hand, If things are going a little pear-shaped on a seation of your battie
ine or an enemy unit has unaxpeciedly caved in and you nead 10 capitalise on your success quickly, a spare
Titan can be very usalul. Because they are capable of dominating a large area of the battiefield, a Titan makes
& lantastic rapid responsa unit; it doesn't need to maove right te whare il is needed, it jus! neads to ba in sight.
A single Battle Tian or a hunting pair of Scout Titans held in resarve can carry a victory or halt a defeat.

TO THE BATTLEFIELD

Once your Titan is on the battiefield the hard work really begins. It's easy to pel caried away with the idea Ihat
your Titan is 5o hard and unstoppable that it is going fo roll over the anemy army practically all by itself. Quite
 simple trap, but ona that you should avoid at all costs. Firstly, enough firapowsr will bring anything down, it
doesn't matter whether you are facing & Land Ralder company or a battalion of Imperial Guardsman, if thera
are enough of them your Titan will get into trouble, Secondly, there is a limit o the number of things Ihat any
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one Titan can fire upon al a time. If there are mare things o shoot al than your Titan kas guns, then some
things are going 1o survive, And finally, you've bought and painted all thosa other models oo, so hadn't

you batter usae them?

TITANS AND YOUR ARMY

Basically the point here s that any Titan, no matter how big, 15 going o need o work with the rest
o your anmy, offerwise you can end up just wasting s potential. The main thing 16 remembar is the
péan you had when you designed the TiHan. If you wanted it to barrage infantry then go ahead and
don't get side-iracked info taking pot-shols at super-heavy tanks, Pick your targe! carefully. A Titan
waagon packs a very hefty punch, but only against one unit or detachment. Make sure that the
target really merits the attention of your ulimate death machine, You really don't need a Titan o mop
up thie last faw Gretchin stragglers from a routing Boyz mob!

Your Titan s just ona parl of your battlsling, it shoukd be supporting other elemenis aven as they
support 1L I 1he Titan s under threat lrom several sources then you shodld have ofhér unlls that can
hedp it out; equally, your Titan should be able to lend s considerabla firepower whera it i3 most
needed. A wider view of tactics will nol only make your Titan mors likely 1o survive but also achieve
a more usetul rasult,

ELDAR PHANTOM &
REVENANT TITANS

Eldar Titans ara unrivalled in their sophistication and technology. Thie huge machines of athar
races ara crude and ungainly when comparned to the smooth grace and lifelike movemeants of
Eldar Titans, They are unmailched In othar ways 100, using devasialing pulsar lasers and
image-distorting holo-flalds to misdirect enamy shots rather than vold shields and
power figlds which atiempl 1o deflect enemy attacks with aw energy. They
banalil not only frem ihe experience of ihelr crews (who are braught up with
fha Titans from birth) but from the collective consciousness ol a large
spiril-stane which conlaing the ghosts of many Eldar. Titans ara buil
amund a wraithbone core which parmits the spints confainad within
1o liow freely through the whole machine, This gives the
Eldar Titan a conscrousness of its own which, combined
with its Bving crew, makes it & deadly lighting machine

Although Eldar Titans are wary lIghtly constructed
comparaed 1o the metres-thick armour of an
Impenal Titan or the reganerative
abifiies of Tyranid bio-Titans,
they ara protected by a holo-
field which iz prosected from
wings mounted atop their
carapace, This fractures (he image of
the Titan makeng it appear to be a swirling, dancing couwd
of coloured motes. It is very hard fo target an Eldar
Titan with any dagree of cerainty and éven the most
advanced tracking systems are thwarted by the
swirling energies of a holo-leld,

The pulsar is used exclusively by the Eldar, 11 s a

highly sophisticated laser cannon and amply demonstrates
the Eldar's consummale skill in constructing laser
weapans. The pulsar fires short volleys of extremedy
pawerful laser energy, each pulse of energy in the volley
being separatad by a few milliseconds friom tha next

ong

Secoul class Hevanant Titans are extramely fast, using
thedr long legs and smell jump jets 10 move aoross
the taniefiedd with astonishing spead,. Thair twin
puisars can cut through foes many times their cwn
sz, as woll as devastating detachmants of

smaller adversaries

From his high stalfon abowve
the hattiafigta, Availaire
could sae that the Orks had
breached the Eidar fines.
Greal, lumbering machinas
spearmeaded a seemingly
endiess green ide thal
ovemhelimed evanything in
s path, Around him the
Phantom Tilan quiverad
with rage as his

Pperception Nowed

throwgh it. The anclent
warnars whose spint slones
guided his aim and
sleadied his steps ched

out for vengeance and he
colnd nal refuse

them. With a

sweeping

movament,

Avaitairre spun

he enormots

Titan around and

headed for the Orks, He
gave s orders fersely fo s
Iving crewmen, the dead
aiready knew whal was
expacied of them, To the Orks
if spgmad as though soma
wanike pod walked amongst
them, Ovk and vehicle alike
were npped asunder by a
fempeasi of shuriken and
fickering lasedire. Seaing so
many af their number dead,
the Ork advance lallered,
urabie o face the siarm of
death thal awaited tham.
Sansing that the tide

had med, the Eldar
countar-aftack began,
swesping the disheanensad
Cirks bafore them with
Awvallairre siriding ar

thair head.

' = Mail Order has all those extra bits that you'll be wanting to get
® ~ your hands on, so that you can model your own fire support or close

combat Titans. Give the Trollz a call on 0115 91 40000 to find out the full
list or you could check out the Mail Order section later this issue.
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THE SIEGE OF
CASTLE RAVENBURG

by Tuomas Pirinen and Gordon Davidson

W;’;h the imminent release of Warhammer Siege, we decided that it was time to play a battle
”ajmu; featuring the new Siege rules. Gordon (formerly the Boss Troll in Mail Order) is a
recent arrival in the Studio and helped Tuomas plaviest the Siege rules. It seemed a good idea for
Gordon and Tuomas to eo head-to-head in a Siege battle report, During playviesting we found that
plaving a full campaign was the most challenging and enjoyable part of Siege, 5o we decided 1o
do fust that with the Final Assault forming the main body of the report. Over 1o Tiwomas...

Tusitias: Gordon ook command of his beloved Ores, winle |
assumed the muntlet of sn Empire Reiksmarshall. As we hod
just got our hands on the splendid. new, plastie Warhammer
Fortress and Soldiers of the Empire Warhammer regiment we
decided that the the Empire army would defend it und the Ores
wotld sttempl o storm its pmtes. One of the decisions wie
made before: sturting wos that we were going w0 limit magic
severely, Both of ws have plived Warhammer for iages, and we
eften try vanations on rales or unusoal scenarios, In this case
we both wanted to concentrite on the tactics and stralegies
imvolved i Siege Warfare instead of long Magic phases and
powerful maygic iems.

The other unusunl feature of this batile was that both of os
cold field one wnit of Mercenaries from the fortheomng
Progs of War book, 1T you look closely at the phitos on the
fallowing poges you can calch ghmpses ul Golgtag's
Mercenary Oeres and the famed Morksmen of Miragliano,

THE STORY THUS FAR...

Before the Final Assauli we plaved several other sceiarios as
detntled i the Warhaommer Siege book. Ina Sicge compaugn
bath players lake tums and have a lisl of options, Some of
these will require the plavers: w fight b scenario, while others,
like Bombardment, are solved with o simple dice ooll, For
example. if the defender chooses 10 send messengers (o seek
whil, he s play the Send for Help scenario (e delermine
whether the migssengers hreak through the Besiegers or nol.
Below we have described ialthough i cursory monner) the
soenurios we playved befone the Fimal Assaull

FORLORN HOPE

We rolled 1o see how the campaign stacied. and found out Ut
the st seenario would be the Forlom Hope. In this scénano

the Besieged plaver must bove one unbroken unit withun 6" of

o certain Key terrain feature such as a bridge, crossroads ete
This is casier said than done, as the Besieger will have a
numerical superiority and tme enough o huni down every
single oppenent. The abjective is situated in the centre of the
thle, making it very difficult to defend!

The Empire troops put up a brave fight, but they were swifily
crushed by the superior numbers of the Greenskins. Al the end
of wm 3 there were no survivors, with the Night Goblin
Fanatics having wresked terrible casualties.

Each of the scenanos in the Siege Campaign will nffect later
battles. In the case of Farlorn Hope if the Besiegers win, they
will calch same of the enemy iroops before they can retrest
into the safety of the forress

We rolled a dice to see how many roops were caught by the
advancing Besiegers. The luck was with Tuomas as Gordon
rolled only 2, reducing the defending army in the Final Assaull
by M) points

SEND FOR HELP

Now it was the Empire player's tuen w iry and gain advantoge
in the campaign. Hord pressed by the besieging Orcs, the
defenders sent some of their brovest men (o attempt o
breakthrough and bring reinforcements from Aldorf,

A foree of Kislev Winged Lancers, accompanied by Kislev
Horse Archers, velunteered 1o break through the siege lines,
They were met by o strong contingent of Ore Arrer Boye nnd
Boar rders, and after muoch bivter fighting, two messengers
were about 1o break through, One was the real messenger and
the other i decoy, Gordon had only one Arrer regiment
capable of shooting at them. 17 he made a wrong decision e
would lose, a% the real messenger would gallop to safety snd
bring word fo the allies of the besieged force

'



Adter much pondering
and  soul-searching,
Gordon  decided 10
S0l at the Kislevite
with the red tunic, and
scored  twi wounds.
Toomas  mar

save only ome of them
ond 50 the brave
Kislevite died. There
Wit much  rejoicing
when 11 was revealed
thnt the messenger wis
indead the Kislevite
with the red shirt,
which meant Tuomas
would  receive  no
reinforcements in the
final battle!

TEST THE
DEFENCES

Immediately wpon his
arrival, Ore Warlord
Davidson ordered  his
sdviance force to storm
un outlying  bastion
Equipped  with log
rams, a battering ram
anid ladders, the Ores &
Goblins macle i
determined attempt to
smuiish the Tortress rale,

The defenders hurried
o the walls, and sent
showers of crosshow
bolts. inta the Ores,
e this the
Greenskins reached the
mmparts and the eaie,
After much fighting
fand Gordon  rolling
lots.  of 1sl}  the
attickers were repelled
with Beavy casualties.
At the end of the
assault the gate was
still standing, and the
Ores hastily  retreated
a5 the defenders mustered ready 1o sally out

SALLY OUT

Tuomas chose an all-cavalry army (which is VETY Uppropriole
for a sally force) 1o attempt to break through the g of
besiegers and burn down the war mochines

The Orcs were completely tuken by surprise s Reiksguprd
Knights, the pride of the Empire cavalry, emerged from the
gate, followed by Winged Lancers and two regiments of Horse
Archers,

Led by the commander of the garmson, the Reitksguord
Knights smashed the Ore regiments of the siepe line in an
attempt 10 make un opening for the stalwirt Kislevites si they
conld burn down the infermal siege ies, The Black Ores

N
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e o block the assaull and spyve these imporiant engines
of destruction

But n the end the time ran out, and the Empire army had 1w
retreat back to the fortress as Ore reinforcements from all
around the castle poured in 1o bolster their wias Ering sicge
line, Tunmas was heard muttering “just one more WM™ as the
ganie endedd before the Ore siege towers and war machines
could be put to the wreh

o0 the priceless wur machines were saved and both plavers
prepared their armies for the Final Assault

MNote: before battle both Gordon and Tuosmas used one
Campaign turm 1o build Siege Equipment
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NAZGIT'S HORDE

Gordon: AL last the [nal banle, Unforunately all the lead up
battles have only gained me am extra 75 points of war
machings 1o add 1w omy 3000 poimt horde, Sdll mustn't
grumhle

My plan of atack was dead sample (mor ar ail lke Gordon
thew, ey no, e, - Faf Bloke ), chirge on all Trons, Whils)
this spunds simplistic, it is in fact the most effectve way (o
take o castle os the delender will Tind it remendously difficult
to adequately protect every rampart

My firsi chowe was casy, onlyv a mighty Black Chic general
wirtlld have the guile 1o pssaolt on Imperial fortress, 1 decided
o call hirm Mazgit and chose him @ body guard of fifteen of his
finest warriors. Equipped with ladders, their task was simple
storm the gatehouse. Next to them would be u thirty strong
umnit ol Gobling pushing a mighty log ram. Their job was 1o
draw {ire from the Black Ores and o e ep any remforcements
in the courtyard once they hod gained access 1o the costle,

For missile troops | had o bommow from the stodio army, On
an open battleficld 1 rarely feel the need for bowtine = | preter
i full-blooded assault. But in o siege only the most foolhnndy
general ignores these deadly warriors, | chose o unit of 1en
Crosshow Boye and another of twerity Armer Boys, equipping
bath with mantlets. These provide hard cover, making the
Boyz -2 10 be lnt and also gives them a free 206" move belore
the hottle starts Chopefully moving the crosshows inlo short
range ). MNext came the maghiy war machines, two rock lobbers
npd two doom divers would refentlessly pound the walls,

hopefully gaining secess for my muaraoding horde, Normally
vou e only allowed one war machine for every LK poiis
youn spend bur die 1o us using limited magic and with the exira
turn building war machines (an option in the scenaris lists)
Fuomas kindly ollowed me an extra one, All the missile troops
received the same orders from Warlord Noegit, “First get rid
of all da big shooty puns. Den you lobbas hit da same bt of
wall da ogres cun ol undil i falls down, Yoo arrees shoot
anviink dol moves, goddit™

My next choices were again easy o make (ain'l Orncs
brlbinnt!y, o Giant and some Forest Goblin spider nders,
hecmese both these troops get special rules i Siege, Gignis
ignore rmmparts when they charge (they don’t need 65 o hit)
and have sufficient strength 1o damage ihe walls ihemselves,
whilst spider nders can mon siraight up the walls withow
labchers o grappling hooks,

Rommiding off moy attackmg force | ploced my siege iower (also
kmown s thie big cannon attracter) on the [t fank, pushed by
Big "Uns, along with i twelve strong umt of Savige Arrer
Boye with grappling hooks, Lastly T chose Golglag™s Ogres
with o buttering cum and o onit of thimy Night Goblins with
[ndders (1 didn't hold much hope of them doing anyvthing
wseful, but big units scare peophe and they will rationally fire
it themp.

So, with my mighty force
of disan chosen, let battle
CiHnnenee,

M) Mgl Golbligs
with Endiders erossbows &

pnantiels

11 Savape Ones
with bows &
mundlers

25 Gobling &

I batteriing ram

Glolgtng ™
Mercenary Ogres

& | buttermy rm

103 Cre By with

biows & mantlets

2 Rk lodshers

8 Foresd Gablin
aprider niders

20 Black Chus with
Creneril & laddess

M Che Bl i
with siege Wwer

"’ 2 Do DHvers
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12 Hiilberdiers

Marksmien ol
Sirngekinno

20 Halberdiers

K Heiksmpnd |2 Halflimgsx

MUSTERING THE DEFENCE
Tuomas: As | prepared for the Final Assault | carefully
considered my options, Even though | have played dogens ad
dozens of Siege pames, this would be 1 new cxpenence fm
me. | have used the Empire army 10 atack castles many times,
and I can tell you that with its numerous infintry and powerful
war machines the Empire army excels in pounding down the
walls and storming the barricades. This time it would be
different. But with their infantry, good archers and war
machines; | was confident that 1 could mount an effective
defence

To repel an assnult a General has to pick the right troops for
the job, There is no room for ¢rmor, as one useless unit may
miean e difference between the victory or defeat. This in
mind 1 comsidered my options.

First | considered which charngrers | should use, 1 staried with
Helmut Kreute, the General, and equipped him with heay ¥
armour, shield and a halberd, He would be placed in the
middle of the roops, ready to take on the worst that the enemy
had 10 offer

Apart from my general 1 chose two modest wizards, level 1
anid level 2. Their main job was to counter Waaagh! g and
balster my own troops, as Batle Magic is not at its best when
ised offensively

Level 2 wizard

| h||l|.'|||:|

Level | wizanl

[ Cireat € unnon .
m 5 Archers

w I Vaalldy gun
As we had imited ourselves w just a few magic items (3 items
up to 23 points), selecting them was quick. | gave both of my

wizards a Dispel Scroll each, and equipped my General with
the Armour of Meteoric Iron 1o give him a 2+ save,

War Machines were o must. | wok o Great Cannon, Hellblaster
Volley Gun and a Mortar. This would give me o wide vir ey
of options. from the Mortar’s ability 1o pound farge formations
to the Great Cannon'’s sheer hitting power which 1 could use
i devastate any Siege Towers,

For my rank-and-file, 1 picked as many missile Lroaps s
pussible, [ took a regiment of 12 Crosshowmen, o unit of 12
Halflings and 1 also hired the services of the famous
Marksmen of Miragliano from the forthcoming Dogs of War
book. With their Ballistic Skill of 4, and led by Muximillian,
thetr captain, they would be ideal for showenng the enemy
with deadly bolis

Usually in a sicge game the encimy will crente breaches ind
assanlt the rmmpirts. To make sure that if any of the walls were
overrun | would be prepared, 1 also took 2 units of Halberdiers
(12 and 20 strong with champions) as well as a unit of 8 elite
Reiksguard foor knights, With their strength of 4 these soldiers
of the Emperor would be ideal to defend the countvand,

After buying three batches of boiling vil and numerous rocks
for my units, and reinforcing the fortress gate, my briave
defenders were prepared.




|,‘ The Mortar aimed at the Black Ores bul didn’ fare much

i he Bell 't | - better, and though the estimutes drown by the chijel artillernst
s the sun rose, the bells and homs of the casthe sounde '

“The Greenskins are upon us!™ rose the ory, od the weary

were comect, the machine misfired and refused o work for

; this or the next (i
winmors mustered o mieet the foe, With drilled disc ||'l|-||l.' thie
e 1 & " - . r TS aEy Bk

crosshowmen. halberdiers and the elite Reikseuard manned The Crossbowmen and the Marksmen of Mimgliono opened
thie walls and propared 1o meet the fo fire on the massed Goblin regiments and felled Tour Goblins,
LR ) but that was but a few leaves in b forest of foulness
e After deplovment there was no movement on the walls or in

& 1 e, B - Bl i iyl v 1 . i [
the courtyard, as the troops were already i a good position 1o With no hand-to-hand combat to resolve, we moved struight Lo
recelvie the onoackers. As the Empire general barked has the g |'|"""-' The Winds of Magic gave eleven cards to the
1 " 14 L maN - <RHIRSE. - = L Fa. *
command, the anillery and archiers of the Empire opened fie players, and Tuomas immediately aiempted 1o cast Blegs on

The Great Cannon took mm and belched fire. Unfortunotely the Marksmen. Gordon threw down a Dispel card and

Foocl I el LD STOf 6 SN ! king ect 1 W [¥]
the cannon osershol (ts idended torger, the siege ower, managed o stop the spell from taking effec There was o

- + + '} _ .-
harmlessly hitting ground the many paces behind 1 other magic and both sides stored two Magic cards in

preparation for the next Magic phase

EMPIRE TURN 1
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ORCS & GOBLIN TURN 1

[he O dlvanced in oo vast, grecn miass,

completely ignonng the effects of animosity, Cinly the Goblins

md Goblin army

pushing the batering ram fuled their roll, and even then they
We'll Show "Em!
mumediately moves towards the enemy), Otherwise all the
regiments apart (rom the Armer Bove advanced
towards the torress st the masimum speed, [The Greenskins

were determined o get w o grips with the

gl the heneficial result (the moh

Lreenskim

CACMY &8 SN a5

L
[EOSSI0NE

The Orc wtillery and archers opened fire upon the castle,
hoping to thin the ranks before the assault on the ramparts, But
sice the distance to the castle was stll great and the Tmpenal
astle walls, the O

troops were well-protected by the high

ey iy

Arrer Bove _-_'n.'||||:-||.":-.'!j. mussed the humans, with arrows
bouncing off the solid stone walls, The Ove atillery fared Dittle
better, with all the machines missing thewr largets apart froant
one Stone Thrower which

'H.;"Il.“.'I‘\ 1 [OwWer Do (0 '.|_'|:l.

lovmdations

With all the shooting done w was nme for the Magie phose
agiin. Four cards were deall and the deadly exchange begain
.I!_'.I.II:\.

Crordon stared with casting Mork Save U7z on the Black Ores,
but Tuomas muinaged to -.||~.'|||,'| the enchantment. Gordon
followed up with Hand of CGork, and in bid to protect his castle
from an early assault Tuomas wsed one of his Dispel scrolls
The ?'.1.|_5'.u. i1:|'|.|-\.|.' ended with both sides stor ng Wi M

cards
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& EMPIRE TURN 2
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EMPIRE TURN 2

As the men of the Empire were in good positions, there wis
very little movement apart from o few steps nken by the
Holberdiers in the Courtynard

The mochines of the artillery school of Nuln opened fire
agein, hoping to improve their performance now that the
Greenskins were closer and presented sn essier turgel. The
Great Cannon aimed at the siege tower once again, bul
ance mare overshol the [umbering construction,

The dreaded Helblaster Volley Gun opened fire. Fust
there was a great explosion as the first barrel belched
fire, and the Giant roared as shrapnel tore a decp
wound in its dide. But then theére was o loud hiss,
[ollowed by the bitter cursing of the crew of he
Volley Gon. The machine had masfired on the second
barrel, and it was now useless for the rest of the hattie!

The Crosshowmen and the Marksmen of Miraghano
loosed their balis wwirds the Girant as well, but 1F wais
no wse, The dim creature emerged unscathed from the
hail of fire

The pudgy Holllings targeted the Ores sheliering
behind mantlets, but the combinaton of the Ores” high
Toughness and the prodection of the mantlets meant
that the Armer Lade were unharmed. Whiat o disastrous
Shooting phose! With no more shooting left, the
plavers procesded o the Magic phase

The Magic phose offered nine cards, which Tuomas
used 1o cast Fear on the Bleck Ores, Gordon failed his
Dispel attempt. but the Block Ores easily passed their
Leadership 1es

down the defences. The Spider Riders scuttled up the walls
and engaged the staunch Reiksguard fool unit. who lobbed
rocks af them and managed o crush one spider 1w a pulp.
Crosshow-armed Ores shot ot the Empire crossbowmien on Uhe
wall, und managed o kill one, The unfortunate man fell down
with a crossbow bolt through his eye. screaming pitafully
belore he smashed inio the ground

The bow-armed Ornes didn’t fare as well and despite their best

= r-.';""ﬂ
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ORCS & GOBLIN
TURN 2
Onice sgain the entire Cre amy pussed
its  Animosity  [es1s
contmied 1 relentiess assault. The
bellowing Chant charged the closest
tovwer, ils gigantic club resdy B0 bitte

safelv, and

Towers, walls and gates do not hoave Toughness or Wounds like the
damuge each attack does is resolved by using damage chuars, In this way only the most
powerful strikes have o chance 1o dimage these mighty constructions, It alse stops heroes |
armed with migic weapois single-handedly hacking castles to pieces! ]

ATTACKING WALLS, TOWERS AND CATES

living. Instead, the |

Wit of the results on the dumage charts will cause modifiers to further dice rolls, These cun
he marked in somi way, such as by placing a piece of cotton wool or loose mabble next (o the
damaged bit of the castle, By building up this dumage gradually it is possible 1o make walls i
collapse, towers topple and gutes brenk!
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effons they failed 1o

I"|'|||.-'_'| ano

wound Marksmen of

[he Tileans hurled insults hack at the Ore arclhers,

any ol the

clamming that only Tileans knew how o use missile w CHpRIS

The e artillery did not div too well, either. A Doomdiver
suffercd a catastrophie mushre which destroyved the michine
and sent mangled Goblins flying through the air. The other
war machines missed the castle completely (with the Empire

troops jeering about how hard 9 is W hit o castle ), spart from

one Stone Theower which hit the wewer where the Volley gun
had been, destroving some more of the masenry.

In the Magic phase the howling Winds of Magic granied 4
cords, Hand of Gork wis cast on the Goblin aoit with the
Battering rom, and afver o Gilled Dispel siempt the onit sogred
through the air and into contact with the gue!
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EMPIRE TURN 3

The Empire troops still did not move, but prepared o receive
the green onslaught. The grim-faced general raised his hand 10
arder another barrage of cannonmde and crosshow balts o be
unleashed.

The Mortar roared and a shell exploded amongst the Black
Ore rogiment, npping five of the ginnt Ores (0 pieces.
Encouraged by the success of their colleagues, the Great
Connin crew ook cerelul mim smd let loose, The huge siege
tower was hit, and the mussive cannonball shattered one of the
beams of its (rmmework. The whole construction creaked,
shook, and finally fell apart with o deafening crash! Six of the
Big "Uns were crushed under the falling timbers, and now the
entire regiment was left with no way of assaolting the castle!
The crossbowmen ook aim af the Night Goblins but only
managed o kil two of the creatures, siill leaving dozens
poised o anack the castle.

The Marksmen of Miragliano tipped boiling ofl over the
ramparts and into the waiting Goblins. But the Goblins
guickly wok cover under the wooden root of their battering
ram and thus sulfered only a single casualty.

The Halllings proved to be far more accurate, and despite the
protective mantlets, they felled three Ores! Impressed, the
Empire General ordered extry food rations for  the
Mootlanders after the buttle (is thar an apen fnvitarion? - Far
Bloke ),

The Spider Riders fought o round of hand-1o-hand comiba
against the Reitksguand, but neither side managed to cause any
wounds, This combal would drag on Tor al least one more
rotind.

The Goblins, encouraged by their bosses, struck their
hattering ram against the gate. Gordon managed to roll o 6 and
a deafening crunch idicated that the gate was caving in under
the force of the battering rum. Any further attacks against the
gute would receive a +2 bonus,

s B yYyRIY

The Magic phase granted Tuomas the Total Power card, and
he used it w cast Fear on the Night Goblins. Unable 1o dispel
it, Gordon picked wp the dice and promptly failed his
Leadership test. The Goblins {led, leaving thelr ladders
behind.

ORCS & GOBLIN TURN 3

Following their bellowing General, the Black Orcs charged
the Marksmen of Miragliano, climbing up the ladders like a
black swarm,

The Ogres hoisted their log ram and charged the wall section
where the Giant was struggling with the Crosshowmen,

The Suvage Ores let loose with their arrows, but managed o
miss the Grest Cannon crew completely, Seeing thieir savage
cousins miss, the Ore Arrer Boyz with crossbows shouted “yor
rubbish, we'll show ya™ and shot one of the cannon crew off
the tower.

In the Hand-to-Hand Combat phase the Goblins battered the
gute again, making it buckle under the pressure, The gate was
ahmwvet broken, ond the Halberdiers on the other side gripped
their weapons, preparing (o face the green tide.

The Chgres battered the wall with all their might, snd managed
to erack it Meanwhile, high above them, the Giant lifted it
huge club and crushed two Crosshowmen. The Spider Riders
still struggled with the Reiksguard, but both sides still failed
to wound, and the combat wis drown once more,

In the main battle the bellowing Block Ore General issued o
challenge to Helmut Kreutz, and the grim veteran sceepted.
The brutal Ore attacked firss {as he wis armed with the Sword
of Swift Slaying ) but fuiled (o cause any damage. The human
genera] struck back, and the Black Ore roared with pain and
rage, us his opponent scored 2 Wounds! The Marksmen and
the Empire General had won the combat, but the Black Ores
passed their Break test,

Magic gave the plavers 8 cardy, and Gordon wsed them to cast
‘Ere We Go! on the Black Ores. Tuomas threw down a Dispel
card and maraged to dissipate this potentially battle winning
spell,
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EMPIRE TURN 4

The Hulflings, seeing that no énemy thremened their wall
section, climbed down the ladders and stairs 1o the courtyurd,
reqdy 1o lend a hand o any of their comrades who might need
reinforcing

There wis no shooting on the Empire side as all therr missile
|r|:~,|'|13., were either dead, L'Fﬁ‘é'i.'lgl.'ll in hand-1o-hind or ||:_'r5|1'|!1 R
fix thewr war maclines

The Giant swung with its club once sgmn, and crushed three
Crosshowmen, while the Ogres opce more smashed their log
rm against the wall. The wall shook with the brutal sirength
of the Ogres. as some of the stonework erumbled

With a Mimal, mighty heive the Goblins managed 1o destroy the
gate, Discarding their battering ram they prepared to storm the
courtyard where the disciplined halberdiers were wating.,
The Spider Riders were still fighting against the Reiksguard
and this time their Big Boss managed o kill one of the

MOVEMENT

Troops which are stunding on  the

ramparts or walking in the courtyards do
f ot prevent march moves outside the §

castle, and vice versq, It is mot, afier all,
very likely that o man walking outside the
walls is going to stop somebody (rom
miving guickly inside a castle!

knights. This did not help them much, a8 the Reikspuand
struck back and sliced two of the Spider Riders (o shreds. The
morale of the Gobling broke and they fled. leaving the
Reiksguard in the possession of the wall

Ioe the Magic phose Tugmas once again cast the Fear spell, but
this time Gordon dispelled iis effects

. 1 ] 1 e i

ORC & GOBLIN TURN 4
Screaming Gobling poured through the gale o charge the
Halberdiers holding the courtyard, [f they could break throogh
the garrison, they would have o very goud chance of winning
the game!
In the Shooting phase the Ore Arrer Bovi picked the Mot
us their chosen wrgel, but despite unleashing o hail of arrows
thie crew emerged unharmed
The crossbow-armed Boyvz were far more effective, and they
managed 1o slay both remaining crewmen of the Greal
Cannon, silencing the war maching for good.
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The Savage Orc Arrer Boyz
ppened  fire  on  the
Reiksguard who had just
routed the Spider Riders, but
despite their best efforts not a

single warrior was wounded.
The Ore artillery proved
ineffective again, with the
remaining  war machines
either misfiring or missing

the castle altogether,

In the Hand-to-Hand Combat
phase the Giant roared and
with one sweep of its club
the brute mashed five
Crosshowmen to pieces, The
remaining two lost their
nerve and fled down the stairs
into the courtyard.

The Black Orc General
continued his struggle with
the commander of the garrison, and after a fieree swordplay
the human General found an opening in the defence of the Ore
Warlord, and struck with all his might. Mortally wounded, the
Black Orec toppled from the wall, and his limp body was
crushed as it hit the courtyard 30 feet below. A wave ol panic
rippled through the Ore army and the Giant and the Night
Goblins fled, having lost all stomach for the battle.

lhe Goblins who had charged the Halberdiers managed (o
disgrace themselves and lost the combat, failed their Break
test and fled through the gate thev had just smashed down.
The Magic phase gave nine cards again and Gorden prepared
to cast his next spell, but Tuomas played the Drain Magic
card, ending the phase and the tum.

Gordon takes the dearh of his Ore
Warlord with his wsuel good hamour.
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EMPIRE
TURN 5

The Mortar took aim at
the Giant and the chief
artillerist brandished the
taper to fire the shell,
But an escaping spark
ignited the blackpower,
and the machine and its
crew were destroyed ina
catastrophic ~ misfire
which threw the broken
crew high into the air
like rag dolls.

The Ogres continued
their relentless assault 0
on the wall, and y <
managed to shake it / :

even more, but still the \é]\\
\./

stony wall stood, barring
their way to the fortress.
The Marksmen and the
Black Ores continued
their exhausting combat,
but neither side was
willing to give way and the combat ended in a draw.

The Winds of Magic blew weakly, and no spells were cast.

ORC & GOBLIN TURN 5

As the panicked Spider Riders, Giant and Goblins continued
their flight, the Savage Orcs charged the Reiksguard.
Throwing their grappling hooks over the walls, the screaming
Ores attempted to take the rampart which had proved too well-
defended for the Spider Riders.

The Stone Thrower targeted the battered wall section and
managed to hit it. The boulder shook the wall, but it was
obviously built by Dwarf masons and simply would not
collapse.

In the Hand-to-Hand Combat phase the Savage Ores failed to
wound the Reiksguard, suffered one casualty, and passed their
Break test. They were no longer frenzied, however, making
their attempt to defeat the elite Empire soldiers much more
difficult,

‘The Ogres. working hard with their log ram, managed to

damage the wall again, but despite being on the verge of
collapse the wall held.

The Magic phase gave 8 cards 10 the players, and Gordon
drew Total Power. He used it to cast "Ere We Go! on the black
Ores, but Tuomas had the Drain Magie card once again and
the next spell, Gaze of Mork, was dispelled and the Magic
phase ended.
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EMPIRE TURN 6

There was very little movement apart from a few regiments i
the courtyard moving to better positions, and as all the missile
troops were cither dead or engaged, we moved straight on to
hand-to-hand combat.

The Black Ores killed one of the Marksmen of Miragliano in
savage combat, but the stalwart mercenaries had obviously
been paid very well and refused to flee.

The Savage Ores and Reiksguard continued their bitter
struggle with one killed on each side, The combatants were
weary and battered, but refused to give an inch of ground.

In the Magic phase Tuomas managed to roll only two. which
effectively meant that there was no magic and the turn was
over,

| B o

ORC & GOBLIN TURN 6
The Arrer Boyz missed with all their shots,
as did the the Stone Thrower. It was a yery
poor Shooting phase for the Ores and
Goblins!
The Reiksguard and the Savage Ores
continued their combat, but the tired
warriors did not manage to kill
anyone and the combat
dragged on.

The Marksmen, led by the human general defeated the Black
Ores, killing five of the brutal monsters and suffering three
casualties themselves, but the Black Orcs, enraged by the loss
of their Warlord, refused to break.

The Ogres battered the wall once again, causing the rampart to
collapse, butstill failing to gain entrance to the fortress.

The Magic phase gave ten cards (o the players, and
Gordon cast Da Krunch on the shaky wall
section, Tollowed by the "Ere We Go!
on the Black Ores.
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EMPIRE TURN 7
This was it, the last Empire turn! With no movement and
shooling to resolve, we proceeded to the hand-to-hand
combat, The Savage Orcs fought with the Reiksguard. but
despite both sides killing an opponent each, the battle was a
draw.
The Marksmen with the Empire general drew their combal
against the Black Ores as well, making it another stand-off.
The Ogres, summoning the last of their strength hit the wall
with the their log ram again, but despite scoring 19, they could
not bring the wall down,
Ten Magic cards were dealt, but with no wizards left Tuomas
did not cast any magic and the final Orc turn was all that was
left of the battle,

ORCS & GOBLINS TURN 7

The Orcs let loose the last of their arrows. killing two
Halflings through the broken gate, but a boulder from a Rock
Lobba fell short, killing one of the Big "Uns.

In hand-to-hand combat the Savage Ores finally routed the
Reiksguard, but it was too late. The Savage Orcs could no
longer win the battle as there was no Movement phase left.
The human general fought against the Black Ores alone, and
single-handedly killed two of them, but the Black Orcs passed
their Break test.

In the Magic phase Gordon rolled seven for the Winds of
Magic, and managed to cast Da Krunch on the wall section
which the Ogres had been pounding the whole game. The wall
finally collapsed, showering the units around it with debris
and dust. After seven gruelling turns Gordon had finally
managed to break down a section of the wall. As the wall was
now broken the magical wards inscribed into it no longer
prevented Gordon from casting movement spells across it
After debating the issue for a while we decided that the Ores
could be transported off the table with the Hand of Gork, into
a game-winning position!

T IS A DARK DA Fdﬁ“’-

} T
I THE EMPIRE, AS MANY :
'BRAVE WARRIORS HAVE
| FALLEN TO THE FOUL
GREENSKINS AT THE !
SIEGE OF CASTLE
RAVENBURG.

YOU SHALL NOT BE
__F_ORGQT_TEN |

s




AS THE DUST SETTLES..

What a batile! This was in
many ways Warhammer at its
best. The battle was very even
and very tense, As vou might
have noticed, the battle could
have gone either way at any
time! I haven’t had so much
fun in ages!

Being a defender in a Siege
always seems like a daunting
task. The overwhelming
numbers of the Besieger
make the whole thing seem
like a foregone conclusion.
But usually the Besiegers
have a similar story: it seems
impossible to conquer a fortress! The walls seem like a
huge obstacle to cross, the heavy defensive fire and the
lack of cover means that the attackers will suffer
horrendous casualties on their way to the castle. Because
Siege differs so much from the standard Warhammer game
it will take some time for you to get used to the new
challenges and situations that arise in a Siege game.

Empire General
Pirinen

Limiting the wizards and magic items worked very well
and made the whole game enjoyable and very challenging.
It also demonstrated how the game mechanics of Siege
work, giving a balanced game even if you use unusual
rules variations and limitations. We also had a chance to

“play an exciting and entertaining game where we could
I g £ &

concentrate on tactics instead of trying o remember magic
item combinations!

Every Siege scenario that we played during this campaign
had a specific objective. Players often forget these in the

/heat of the battle, only to find that no matter how many

enemies they kill they are still going 1o lose the battle
because their opponent has concentrated on achieving his
victory conditions! Gordon selely concentrated on trying
to conquer the fortress which is exactly right - in the siege
you have have no time to spare, even if seven turns looks
like a long time. You must start assaulting the walls as
quickly as possible!

WE IS DA
BOYZ!

Whew, that was as close as
they get! To win on the last
dice roll of the last Magic
phase of the last turn is
cutting it a bit fine for my
tastes, 1 can only put the
result down to sticking to
my plan without deviation
and some great dice rolling
when 1 lost my General
(normally complete disaster
for Ores & Goblins).
My early plan to take out all
Tuomas™ war machines
followed by his missile
troops  (Marksmen  of
Miragliano have BS4 -
ouch!y went well — which
was nice. Once this was
achieved it seemed only a
matter of tme before the Ogres with their ram and all my
qar machines would take down the left wall section, but a
succession ol low dice rolls or misfiring and deviating
lobbas scemed to conspire against me, se much so that by
turn 6 I was almost conceding defeat, but we Orcs never
give in. To see that heavily breached section of wall finally
give way at the crucial moment really warmed my cockles.

What can 1 say except I love the new Siege svstem
(especially since 1 won) and the only pity for me was that
time didn’t allow us to play all 9 scenarios. Ores
attempting espionage — an enduring image. isn’t it, hmm?
The additional rules add to Warhammer rather than
rewriting the existing ones, and help to make a fascinating
and exciting game. Kudos to Tuomas for being his usual
devious self and [ dread to think if I would have won had
we allowed more magic items in the game.

Anyway, back to the drinking songs: “We is da Boyz, we
is da Boyz."” etc. etc.

So one more castle in the Border
Princes falls under the onslaught of
the Greenskins. But there are many |
more fortresses to defend. Why [
don’t you give it a try?

Orc Warlord Davidson
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If there’s something you want to change on a deal - give us a call

This month’s releases...

Check out this month's whopping Warhammer Siege battle report,
as if you need prompting!

Warhammer Siege book £15.00

Siege Attackers boxed set £10.00
Box contains 2 ladders, 2 log rams and a complete
battering ram.

Siege Defenders boxed set £10.00
Box contains 1 boiling oil cauldron, 2 rock
droppers, 2 barrels, 4 buckets and a wheel barrow.

Siege Mantlets £2.00 each

Warhammer Fortress box £75.00
The Fortress comprises of 4 towers, 1 gatehouse,
3 walls, 4 small doors and 2 main doors.

£75 e e T < We've got not one but two great Warhammer Siege
- 'CF NIrme e a deals this maonth. All you need to do is choose which

Boxed

= CE DE DERS [ one deal you want to take advantage of!
| WARHAMMER | |

TN T A A ' SIEGE DEAL 1

T ) t v 5 :

RCIRESS | Tl BUY WARHAMMER SIEGE, SIEGE
. ) | ATTACKERS AND SIEGE DEFENDERS
Gl g T N FOR £35 AND GET TWO BLISTERS OF

MANTLETS ABSOLUTELY FREE !

SIEGE DEAL 2

BUY WARHAMMER SIEGE AND THE
WARHAMMER FORTRESS FOR £90.00 AND

1 GET SIEGE ATTACKERS AND DEFENDERS
ABSOLUTELY FREE!

Sigge miniatures designed by Norman Swales

Warhammer Heroes and Champions

High Elf Hero  Empire Hero:  Empire Hero:  Empire Hero: Wardancer Dragon High Elf Hera:  Necromancer  Questing
De Imperial Noble  Warrior Priest ~ Witch Hunter Champion Slayer Elf Ranger on foot Knight

"7 0115-91-40000 T




if there’s something you want to change on a deal - give us a call!

Look for them in this month's issue,

. Chaos Halberdiers £10.00
o~ = 12 plastic multi-part models with

Vo eveial metal components to give the models
halberds and make the regiment’s
champion, standard bearer and
musician.

Designed by Aly Morrison and Dave Andrews

'y
I Tk L
g

Chaos Warriors

£ gy BN A

As both a cunning shaman and mighty warlord, Gorthor the Beastlord
of the Crags makes a superb commander for any Beastman army. you
can find out more about him, his conquests and powers in the
Champions of Chaos Warhammer Supplement. He's so cool we've
come up with a couple of great Chaos retinue deals with Gorthor as the
centrepiece:

GORTHOR DEAL 1

¢ GORTHOR
* 12 GORS
(INCLUDING COMMAND)
* 9 BESTIGORS
(INCLUDING COMMAND)
PAY £50 AND GET CHAMPIONS .
OF CHAOS FREE! See more about Gorthar elsewhere in this issue.
Mﬁ?jj;’;‘;?gﬁf ;Y Gorthor boxed set £17.00
Michael Perry Miniature designed by Norman Swales, Trish Morrison and
Michael Perry

GORTHOR DEAL 2
* GORTHOR

« 18 GORS (INCLUDING
COMMAND)

« 15 BESTIGORS
(INCLUDING COMMAND)
* 2 BEASTMAN CHARIOTS

PAY £100 AND GET CHAMPIONS -
OF CHAOS FREE! Bestigor

Beastman Chariot Miniature designad
Miniature designed by Norman Swales, Trish Merrison and Michael Perry by Michael Parry

7 0115-91-40000 T



£2

each

Plasma Gun Lasecannon

Legion of the Damned
Assault Squad for £20!

Get a Sergeant, seven troopers and two

special weapons, complete with assault

weapon sprues, Legion of the Damned
shoulder pads and backpacks.

Legion of the Damned

Dreadnought for £25!
Get a Skeleton Sprue and the
Dreadnought weapons of your choice.

Misslle Launcher

Legion of the Damned

Full army list featured in this month's issue.

Legion of the Damned boxed set £20.00
1 Sergeant, 1 flamer, 1 heavy weapon,
7 individual Space Marines

Space Marines £2.00 each
Sergeant £4.00 each
Special Weapon Space Marine £3.00 each
Heavy Weapon Space Marine £4.00 each

Miniatures designed by Mark Bedford Mike McVey and Dave Perry.

Three Legion of the Damned Bikes
for £12.50!
Get three Space Marine Bikes, Legion of the Damned
shoulder pads and backpacks.

Legion of the Damned Landspeeder
for £20!
Get a Space Marine Landspeeder with Legion of the
Damned shoulder pads and Skeleton Sprue!

Legion of the Damned Attack Bike for £10!
Get an Attack Bike with Legion of the Damned shoulder
pads and backpacks.

Leglon of the Damned Devastator Squad for £25'
Get four heavy weapons, five Space Marines and Sergeant, all with
Legion of the Damned shoulder pads and backpacks.

7 0115-91-40000 T




If there’s something you. want to change on a ae

£3.50
£2.50
£2.00

pit Slave Chief
Pit Slave Techno

Pit Slave

PIT SLAVE GANG FOR £18!

GANG COMPOSED OF 1 PIT SLAVE CHIEF, 1
PIT SLAVE TECHNO AND 6 PIT SLAVES.
GET TWO EXTRA PIT SLAVES FREE, TO

EXPAND YOUR GANG!
al may vary from order 1o ardar.
k Bedtord

(The selection of models in this de

Miniatures designed by Mike Mevey, Mar
and Aly Morrison

Pit Slave with hammer Pit Slave with shears

Chaos Cultists
Take a look at our specially painted and
converted Chaos Cultist army in this issue.

Chaos Cultist £1.75 each
Designed by Paul tuller

Chaos Cultists

1,75

each

D/

BUY A
PHANTOM TITAN
& AND A REVENANT
8 TITAN AND GET

ANOTHER
REVENANT FREE!

" £10
| Boxed
set

Eldar Phantom Titan

£10
Boxed BUY 2

set \
e O GREAT
5 BAY, %_aGARGANTS
AND GET A
GARGANT

FREE!

A

—— £

Ork Gargant

r
——

X EPIC 40,000 £

ol

Elr Titans

Turn to the ‘Lords of Batile' feature for more info.
Phantom Titan boxed set £10.00
£5.00 each

deals on Titans this

Revenant Titan

As well as a whole load of
month we've also included a huge list of Citadel

miniature parts with which you can customise
your Titans/Gargants, So if you can't wait to
convert your Titans, just turn the page!

Eldar Revenant Titan

Ork Great Gargant

Designed by Dave Andraws

BUY 2
WARLORDS
AND GET A

THIRD

FREE!

Imperial Warlord Titan

T 0115-91-40000 T




POWER SAW
T6027/39
£1.25 each

WRECKER
TH027/30
£1.25 each

BARRBAGE MISSILE
LAUNCHER
76027/35
£1.25 each

Great Gargant

All these old Titans are
available as complete
models from Mail Order
and feature all the Titan
parts we've shown on
these pages. There's
simply loads of them
avallable, just give the
Trolls a call!

WARP MISSILE

76027/25
£1.25 sach

Mail Order can also provide game and miniature parts « Mail Order

LORDS OF BATTLE

Personalising your Epic 40,000 Titans is a great thing to do. These huge engines of destruction dominate the
battlefields of the 41st Millennium and look great with a few extra details added to them. We've got lots of
classic Titan weapon models for you to choose from, including parts for making the dreaded Chaos Titans.
There are more weapons available for your Titans, just give us a call to find out what they are!

DEVOTIONAL BELL
T8027/27
£1.25 each

DEATHSTRIKE CANNON PLASMA BLASTGUN VULCAN MEGA BOLTER L
76027/32 TB0ST <
£1.25 sach £1.25 each ;
DEVOTIONAL SEALS

7602711

~ . T5p each
3

EAGLE HEAD CUSTODIAN HEAD WEAPON HEAD TITAN HEAD 3 TITAN HEAD 4
76027/6 76027113 TEO2T14 TBO27/3 702717
£1.25 each £1.25 each £1.25 each £1.25 each £1.25 each

Imperial
Reaver Titan

Imperial Reaver Titan

Khorne Banelord Titan

Warhound

IL ORDER T 0115-91.40000 MAIL ORDER T 0115.91-40000 M



1

|

‘l can also provide game and miniature parts  Mail Order can also pro
.

3 |
HEAD CANNON BLOODLETTER HEAD | J

- 0843/2 0B43(1 ’
Vs, £2.00each £1.25 sach
HELLSTRIKE CANNON " |
0843/4
£1.50 each
0843/3 ) -
HAVOC MISSILE RACK £1,25 each 3 /
08437

£1.50 sach

CHAOS TITAN TAIL 2 ﬁOOMFIST

76027/42 cadafs HAVOC BANNER POLES
£1.25 each £1.50 each 0B43/6

£2.00 each

= NURGLE HEAD
CHAOS ENERGY WHIP 7602716

. 76027/29 - £1.25 sach g kS T
: £1.25 each '3 ;
TZEENTCH HEAD -AL SLAANESH HEAD KHORNE HOUND HEAD KHORNE SKULL HEAD
7602710 - 7602719 76027/4 76027/21
1 £1.25 each £1.25 each ] £1.25 each

£1.25 each -

ELDAR POWERFIST RIPPER FIST CLUSTER BUSTER SNAPPER
T76404/11 07620818 o7e211/11 076208/18
£1.25 each £1.00 each .£1.00 sach £1.00 each

- - ’ -
ELDAR D-CANNON ELDAR PSYCANNON RIPPER FIST DEATH CANNON BALCONY
A Te404/10 76404115 07621176 07621110 076208/9
1 £1.25 each £1,25 each £1.00 each £1.00 each £1.00 each

Remember Abominatus, Despoiler of
Worlds, from White Dwarf 194, with rules
in Journal 12a? This monster Titan,
created by Adrian Wood, shows just how
far you can go using all manner of extra
parts available from Mail Order.

RN L il
Chaos Reaver Titans

Chaos
Warford [ : R PEEL
Titans ¥ el Abominatus, Chaos Imperator Titan

r'
!

IL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-40000



A dread horde .
of Undead assanlt
the walls of an Empire
border fortress. As the
garcison within L
struggles 1o repel the
attack, the !Indeéad <
" __breach the gate with |
. their battering ram.




